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METHODS AND APPARATUS FOR 
AUCTIONING AN TEMVIAA GAMING 

DEVICE 

PRIORITY CLAIM 

This application is a non-provisional of claims the benefit 
of, and claims priority of U.S. Provisional Patent Application, 
Ser. No. 60/705.341, filed on Aug. 4, 2005, entitled “Methods 
And Apparatus For Auctioning An Item Via A Gaming 
Device, the entire contents of which are incorporated herein. 

COPYRIGHT NOTICE 

A portion of the disclosure of this patent document con 
tains material which is Subject to copyright protection. The 
copyright owner has no objection to the photocopy reproduc 
tion by anyone of the patent document or the patent disclosure 
in exactly the form it appears in the Patent and Trademark 
Office patent file or records, but otherwise reserves all copy 
right rights whatsoever. 

TECHNICAL FIELD 

The present application relates in general to gaming 
devices, and, in particular, to methods and apparatus for auc 
tioning an item via a gaming device. 

BACKGROUND 

Gaming device manufacturers are always looking for new 
and exciting ways to reward players and make gaming device 
play more entertaining. Awarding players with physical 
prizes in lieu of the cash equivalent is one game enhancement 
that certain players enjoy. For example, a casino may offer a 
new car as a prize or award instead of a traditional cash 
jackpot. The car may be placed on display in the casino in 
close proximity to the gaming machines which are capable of 
enabling players of those gaming machines to win the car. 
This attracts attention to these gaming machines. 
One problem with this type of jackpot incentive is that 

certain players quickly become discouraged by the fact that 
that they have tried many times and are no closer to winning 
the prize than when they started. In other words, the money 
the player has invested in or wagered on the gaming machine 
does not help the player's odds on Subsequent plays of the 
gaming machine. Therefore, a large investment or a large 
wager amount is not an encouragement to continue playing 
the gaming machine and can be a discouragement. 

In addition, because a casino may typically have only a few 
Such gaming machines, players are given very little choice as 
to what prize they would like to pursue. It is therefore desir 
able to provide new and different gaming machines which 
enable players to win or obtain physical prizes instead of or in 
addition to monetary awards. 

SUMMARY 

The disclosed system provides methods and apparatus 
which enable a gaming device to facilitate the auctioning of a 
plurality of prizes, such as physical prizes. In one embodi 
ment, the gaming device enables a player to select a prize the 
player would like to pursue from a plurality of different 
potential auction items or prizes. The gaming device enables 
the player to select the targeted item by activating an input 
device Such as by pressing an area of a touch screen display 
associated with an image of an item, entering a prize identi 
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2 
fying number into the gaming device, and/or in any other 
Suitable manner. The gaming device thus enables the player to 
choose to pursue one or more physical prizes that are more in 
line with the player's personal preferences. In addition, by 
having a plurality of different physical prizes, the player may 
select lower value prizes which are generally more easy to 
obtain. 
As the player plays the gaming device, in one embodiment 

the gaming device automatically attributes a portion of each 
wager and/or a portion of each award (cash or credits) won by 
the player to an accumulating bid on the selected auction 
item. This may encourage certain players to build on previous 
game play to increase the player's bid on the selected auction 
item. In certain embodiments, the gaming device enables the 
player to select the amount of each wager and/or award attrib 
uted to one or more auction bids. For example, the gaming 
device may enable the player to choose to bid 10% of each 
award the player wins on a selected auction item. In this 
example, the gaming device provides 90% of each award the 
player wins to the player and allocates 10% of each award the 
player wins on the selected auction item. In another example, 
the gaming device may enable the player to choose to bid 10% 
of each wager the player places at the gaming device. If the 
player is playing three lines of a dollar gaming device, then 
the gaming device applies S0.30 of each play to the players 
auction bid(s). In such an instance, the gaming device enables 
the player to play each line of the gaming device for a 
decreased wager (e.g., S0.90 instead of S1.00). In one 
embodiment, the gaming device adjusts the paytable to 
account for the decreased wager(s). 

In certain embodiments, the gaming device enables the 
player to change or switch the auction item that the player is 
bidding on during the auction. Since a plurality of auctions 
may operate simultaneously, the player may allocate the play 
er's bid amount (or a portion thereof) to a different auction 
item. In one instance, the player stops bidding on a first 
auction item and starts bidding on a second auction item. 
Subsequent bid amounts may be attributed to the second 
auction item. In another instance, the player allocates the 
player's bid amount from a first auction item to a second 
auction item. The previously accumulated bid (or a portion 
thereof) may be attributed to the second auction item. For 
example, the player may initially be bidding on a relatively 
low cost auction item, such as cufflinks, and then change to 
a relatively higher cost auction item, Such as a watch. The 
auctions items may be chosen by the player, chosen by the 
gaming device or predetermined by the casino. The gaming 
device may offer the player a choice of whether to leave some 
or all of the previously accumulated bid on the original auc 
tion item and/or to move Some or all of the previously accu 
mulated bid to the new auction item. 

In certain other embodiments, the gaming device sets the 
percentage, but the amount is not actually deducted from the 
player's credits. Instead, the auction item becomes a free 
prize for frequent players, which may be funded through a 
casino's marketing and/or advertising budget or department. 
Other casino budgets or departments may be used to fund the 
auction item. Additionally, third parties, such as prize manu 
facturers or distributors, may fund the auction item. 

In one embodiment, the amount of each wager and/or 
award attributed to the accumulating bid is based on the 
duration of the player's play time. For example, during a first 
time period (e.g., 0 to 30 minutes) the gaming device may 
automatically attribute 1% of each wager and/or award to the 
accumulating bid; during a second time period (e.g., 30 to 60 
minutes) the gaming device may automatically attribute 2% 
of each wager and/or award to the accumulating bid; and 
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during a third time period (e.g., 60 to 120 minutes) the gaming 
device may automatically attribute 3% of each wager and/or 
award to the accumulating bid. Any Suitable number of time 
periods may be used, and the duration of each time period 
need not be equal. In addition, the progression of wager 
percentages need not be linear. In the event that the casino is 
funding the bid, the amount of each wager and/or award 
attributed to the accumulating bid may be limited to a prede 
termined maximum (e.g., 5% after two hours of play). It 
should be appreciated, that in certain embodiments, the attri 
bution is automatic after the player or operator sets this fea 
ture and this feature may be disabled. 

In one embodiment, the amount of each wager and/or 
award attributed to the accumulating bid is based on the rate 
of the player's game play. For example, if the player is wager 
ingata rate that falls withina first range (e.g., from Zero to five 
credits per minute), then the gaming device may automati 
cally attribute 1% of each wager and/or award to the accumu 
lating bid; if the player is wagering at a rate that falls within a 
second range (e.g., from five to ten credits per minute), then 
the gaming device may automatically attribute 2% of each 
wager and/or award to the accumulating bid; if the player is 
wagering at a rate that falls within a third range (e.g., from ten 
to twenty credits per minute), then the gaming device may 
automatically attribute 3% of each wager and/or award to the 
accumulating bid. Any suitable number of rate ranges may be 
used, and the size of each range need not be equal. In addition, 
the progression of wager percentages need not be linear. In 
the event that the casino is funding the bid through player 
incentives or monetary awards, the amount of each wager 
and/or award attributed to the accumulating bid may be lim 
ited to a predetermined maximum (e.g., 5% for wager rates 
above twenty credits per minute). 

In certain embodiments, the casino matches a portion of the 
player's wager and/or award. The matched funds are applied 
to the accumulating bid. For example, a player may be given 
a 2-for-1 coupon that temporarily doubles the amount of each 
wager and/or award attributed to the accumulating bid (e.g., 
2% instead of 1%). The coupon may be a physical coupon that 
may be inserted into the gaming device, a physical coupon 
with a unique identification code to be entered into the gam 
ing device, and/or an electronic coupon. The coupon may be 
awarded to the player in any Suitable manner. For example, 
the coupon may be awarded via the gaming device as part of 
a bonus game or presented to the player via the gaming device 
based on the player's identity or status as determined from a 
frequent player card or a player tracking system. In one 
embodiment, the matching is performed during a certain pro 
motional time period, for certain promotional gaming devices 
and/or for certain players. In certain other embodiment, the 
matched funds are limited to or set within a predetermined 
minimum (e.g., 1% of each wager and/or award or S0.01) 
and/or a predetermined maximum (e.g., 5% of each wager 
and/or award or S0.05). 

In certain other embodiments, the player's bid amount is 
funded by the player, the casino, a third party or some com 
bination thereof. In one example, the bid amount includes 1% 
of each wager and/or award funded by the player, 2% of each 
wager and/or award funded by the casino (e.g., through 
matching or funded through a casino's marketing and/or 
advertising budget or department) and 2% of each wager 
and/or award funded by a third party. In such an instance, the 
player's bid amount totals 5% of each wager and/or award for 
an auction item, but only a portion of this bid amount (e.g., 1% 
of each wager and/or award) is funded by the player. The 
percentages may be set within a predetermined minimum 
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4 
(e.g., 1%) and/or a predetermined maximum (e.g., 10%) by 
the player, by the casino and/or by the third party. 

In certain embodiments, the gaming device displays the 
current status of one or more selected auction items to the 
player. For example, a status box on the main display or a 
secondary display of the gaming device may inform the 
player of the selected auction item's name (e.g., Men's 
Watch), the highest bid on the selected auction item (e.g., 
S155), the player's current bid on the selected auction item 
(e.g., S140), and the time remaining in the auction for the 
selected auction item (e.g., 15 minutes). 

In addition, the gaming device may enable the player to set 
a maximum amount the player is willing to bid on an auction 
item to prevent too much money to be bid on the item (such as 
a large win or a jackpot win from placing a large bid on the 
auction item). When a maximum amount is bid on an auction 
item, the gaming device may enable the player to bid on a 
different auction item. Similarly, the casino may set a mini 
mum bid amount for an auction item to protect the casino 
from awarding a valuable auction item at far below the value 
of the auction item. For example, a player's auction bid must 
meet or exceed the predetermined minimum bid amount for 
the player's auction bid to be valid. Auction bids that do not 
meet the predetermined minimum bid amount may be 
returned to the player or may be stored and accumulated until 
the player's auction bid meets or exceeds the predetermined 
minimum bid amount. 

Additionally, the casino may set a maximum bid amount 
for an auction item to prevent overbidding. When a maximum 
bid amount is reached, the gaming device may stop attributing 
a portion of the players wagers and/or awards to the auction 
item. Alternatively, subsequent bid amounts and/or the pre 
viously accumulated bid may be attributed to a different auc 
tion item. For example, the player may initially be bidding on 
a relatively low cost auction item, Such as a keychain, and then 
progress to a relatively higher cost auction item, such as a 
watch. The auctions items in the progression may be chosen 
by the player, chosen by the gaming device or predetermined 
by the casino. The gaming device may offer the player a 
choice of whether to leave some or all of the previously 
accumulated bid on the original auction item and/or to move 
some or all of the previously accumulated bid to the new 
auction item. 

In certain embodiments, an auction ends (1) at a predeter 
mined time; (2) after a predetermined length of time; (3) after 
a predetermined number of bids are received by one or more 
gaming devices associated with an auction, an auction item 
and/or an auction server; (4) after a maximum bid amount is 
placed on an auction item; and (5) after an acceptable bid 
amount is placed on an auction item. As described above, the 
gaming device displays information or statistics associated 
with one or more auctions and/or one or more auction items. 
The gaming device may display the information or statistics 
on one screen simultaneously or on different screens in Suc 
cession. Such information may include the time remaining in 
the auction, the player's current bid amount, the current high 
bid amount, and if the auction has ended, the winning bid 
amount. In one embodiment, the gaming device generates an 
audio/visual output to notify the player that one or more 
auctions will end or is expected to end within a predetermined 
period of time, such as five minutes. In certain embodiments, 
the player, the casino and/or the game manufacturer sets the 
predetermined period of time. The audio/visual output may 
be in any Suitable form, Such as audio, text and/or video sent 
to, displayed by or played on the display device of the gaming 
device or other Suitable display device or signage in the area 
of the gaming device. 
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In this manner, a player can quickly assess the players 
chances of being the high bidder on an auction item given the 
player's current position and pace. The player may use this 
information to modify one or more gaming parameters to 
improve the player's likelihood of winning one of the auction 
items. For example, if the player is close to being the high 
bidder, the player may choose to continue playing the gaming 
device to attribute additional funds towards the player's bid. 
If the player is far away from being the high bidder or if little 
time remains in the auction, the player may choose to wager 
at a higher denomination (e.g., S1.00 slots instead of S0.25 
slots), the player may choose to wager at a higher rate of play 
(e.g., S1.00 per play instead of S0.50 per play) and/or the 
player may choose to allocate a larger portion of each wager/ 
win to the bid (e.g., 10% of each wager or win instead of 5%) 
in the various embodiments described herein. Alternatively, if 
the player is not the high bidder or if little time remains in the 
auction, the player may choose to Supplement their bid 
amount with game credits, cash, tokens and/or points associ 
ated with a player tracking system. 

Ifat the end of the auction, a player is the highest bidder on 
an auction item, the system provides the player the auction 
item. This can be done in any suitable manner. For example, 
the gaming device may print a receipt for the player, which the 
player can take to a prize redemption window. In another 
embodiment, the prize is physically sent to an address asso 
ciated with or designated by the player. For example, the 
player's address may be entered into the gaming device or 
automatically retrieved from a database based on the players 
frequent player account. Alternatively, the gaming device 
may provide a physical prize to a player if that player is the 
highest bidder. 

In one embodiment, the gaming device enables a plurality 
of players to win an auction item for the same auction. For 
example, if two players are the highest bidders, the system 
provides the auction item to the two players. The two players 
may tie for the highest bid by having the same bid amount 
(e.g., $20.00). Alternatively, the two players may have differ 
ent bid amounts (e.g., $20.00 and S19.75), which are higher 
than other players’ bid amounts. In one embodiment, the auc 
tion is provided as a “Dutch' auction in which a plurality of 
identical auction items are auctioned simultaneously to an 
equal number of high bidders. The high bidders may or may 
not bid the same amounts to win an auction item. 

If a player is not the highest bidder on an auction item, the 
player's bid amount may be returned to the player, or the 
player's bid amount may go to the casino. If the player's bid 
amount is returned to the player, the bid amount may be 
retuned in the form of game credits, cash, tokens, points 
associated with a player tracking system and/or goods or 
services provided by the casino or a third party. Such as an 
auction item manufacturer or distributor. Alternatively, the 
gaming device may enable the player to employ the unused 
bid for another auction item. 

Additional features and advantages of the present inven 
tion are described in, and will be apparent from, the following 
Detailed Description of the Invention and the figures. 

BRIEF DESCRIPTION OF THE DRAWINGS 

FIG. 1A is a perspective view of an example gaming device 
according to one embodiment of the methods and apparatus 
of the present system. 

FIG. 1B is a perspective view of another example gaming 
device according to one embodiment of the methods and 
apparatus of the present system. 
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6 
FIG. 2A is a schematic block diagram of an example elec 

tronic configuration of one embodiment of the methods and 
apparatus of the present system. 

FIG. 2B is a schematic block diagram of one example 
communications network according to one embodiment of 
the methods and apparatus of the present system. 

FIG. 3 is a block diagram of another example communica 
tions network connecting a plurality of gaming devices to at 
least one auction server according to one embodiment of the 
methods and apparatus of the present system. 

FIG. 4 is an illustration of an example screenshot of a 
gaming device with a plurality of onscreen auction features 
according to one embodiment of the methods and apparatus 
of the present system. 

FIG. 5 is an illustration of an example screenshot of a 
gaming device showing a plurality of details associated with 
an auction item according to one embodiment of the methods 
and apparatus of the present system. 

FIG. 6 is an illustration of an example player setup screen 
according to one embodiment of the methods and apparatus 
of the present system. 

FIG. 7 is a flowchart of an example process for auctioning 
an item via a gaming device according to one embodiment of 
the methods and apparatus of the present system. 

DETAILED DESCRIPTION 

The present disclosure may be implemented in various 
configurations for gaming machines or gaming devices, 
including but not limited to: (1) a dedicated gaming machine 
or gaming device, wherein the computerized instructions for 
controlling any games (which are provided by the gaming 
machine or gaming device) are provided with the gaming 
machine or gaming device prior to delivery to a gaming 
establishment; and (2) a changeable gaming machine or gam 
ing device, where the computerized instructions for control 
ling any games (which are provided by the gaming machine 
or gaming device) are downloadable to the gaming machine 
or gaming device through a data network when the gaming 
machine or gaming device is in a gaming establishment. In 
one embodiment, the computerized instructions for control 
ling any games are executed by a central server, central con 
troller or remote host. In Sucha'thin client' embodiment, the 
central server remotely controls any games (or other Suitable 
interfaces) and the gaming device is utilized to display Such 
games (or Suitable interfaces) and receive one or more inputs 
or commands from a player. In another embodiment, the 
computerized instructions for controlling any games are com 
municated from the central server, central controller or 
remote host to a gaming device local processor and memory 
devices. In Such a “thick client' embodiment, the gaming 
device local processor executes the communicated comput 
erized instructions to control any games (or other Suitable 
interfaces) provided to a player. 

In one embodiment, one or more gaming devices in a 
gaming system may be thin client gaming devices and one or 
more gaming devices in the gaming system may be thick 
client gaming devices. In another embodiment, certain func 
tions of the gaming device are implemented in a thin client 
environment and certain other functions of the gaming device 
are implemented in a thick client environment. In one Such 
embodiment, computerized instructions for controlling any 
primary games are communicated from the central server to 
the gaming device in a thick client configuration and comput 
erized instructions for controlling any secondary games or 
bonus functions are executed by a central server in a thin 
client configuration. 



US 7,905,777 B2 
7 

Referring now to the drawings, two example alternative 
embodiments of the gaming device of the disclosed herein are 
illustrated in FIGS. 1A and 1B as gaming device 10a and 
gaming device 10b, respectively. Gaming device 10a and/or 
gaming device 10b are generally referred to herein as gaming 
device 10. 

In the embodiments illustrated in FIGS. 1A and 1B, gam 
ing device 10 has a Support structure, housing or cabinet 
which provides Support for a plurality of displays, inputs, 
controls and other features of a conventional gaming 
machine. It is configured so that a player can operate it while 
standing or sitting. The gaming device may be positioned on 
a base or stand or can be configured as a pub-style table-top 
game (not shown) which a player can operate preferably 
while sitting. As illustrated by the different configurations 
shown in FIGS. 1A and 1B, the gaming device may have 
varying cabinet and display configurations. 

In one embodiment, as illustrated in FIG. 2A, the gaming 
device preferably includes at least one processor 12, Such as 
a microprocessor, a microcontroller-based platform, a Suit 
able integrated circuit or one or more application-specific 
integrated circuits (ASICs). The processor is in communica 
tion with or operable to access or to exchange signals with at 
least one data storage or memory device 14. In one embodi 
ment, the processor and the memory device reside within the 
cabinet of the gaming device. The memory device stores 
program code and instructions, executable by the processor, 
to control the gaming device. The memory device also stores 
other data Such as image data, event data, player input data, 
random or pseudo-random number generators, pay-table data 
or information and applicable game rules that relate to the 
play of the gaming device. In one embodiment, the memory 
device includes random access memory (RAM), which can 
include non-volatile RAM (NVRAM), magnetic RAM 
(MRAM), ferroelectric RAM (FeRAM) and other forms as 
commonly understood in the gaming industry. In one embodi 
ment, the memory device includes read only memory (ROM). 
In one embodiment, the memory device includes flash 
memory and/or EEPROM (electrically erasable program 
mable read only memory). Any other Suitable magnetic, opti 
cal and/or semiconductor memory may operate in conjunc 
tion with the gaming device disclosed herein. 

In one embodiment, part or all of the program code and/or 
operating data described above can be stored in a detachable 
or removable memory device, including, but not limited to, a 
suitable cartridge, disk, CD ROM, DVD or USB memory 
device. In other embodiments, part or all of the program code 
and/or operating data described above can be downloaded to 
the memory device through a suitable network. 

In one embodiment, an operator or a player can use Such a 
removable memory device in a desktop computer, a laptop 
personal computer, a personal digital assistant (PDA), por 
table computing device, or other computerized platform to 
implement the present disclosure. In one embodiment, the 
gaming device or gaming machine disclosed herein is oper 
able over a wireless network, Such as part of a wireless gam 
ing system. In this embodiment, the gaming machine may be 
a hand held device, a mobile device or any other suitable 
wireless device that enables a player to play any suitable game 
at a variety of different locations. It should be appreciated that 
a gaming device or gaming machine as disclosed herein may 
be a device that has obtained approval from a regulatory 
gaming commission or a device that has not obtained 
approval from a regulatory gaming commission. 
The processor and memory device may be collectively 

referred to herein as a “computer or “controller.” 
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8 
In one embodiment, as discussed in more detail below, the 

gaming device randomly generates awards and/or other game 
outcomes based on probability data. In one such embodiment, 
this random determination is provided through utilization of 
a random number generator (RNG), Such as a true random 
number generator, a pseudo random number generator or 
other suitable randomization process. In one embodiment, 
each award or other game outcome is associated with a prob 
ability and the gaming device generates the award or other 
game outcome to be provided to the player based on the 
associated probabilities. In this embodiment, since the gam 
ing device generates outcomes randomly or based upon one 
or more probability calculations, there is no certainty that the 
gaming device will ever provide the player with any specific 
award or other game outcome. 

In another embodiment, as discussed in more detail below, 
the gaming device employs a predetermined or finite set or 
pool of awards or other game outcomes. In this embodiment, 
as each award or other game outcome is provided to the 
player, the gaming device flags or removes the provided 
award or other game outcome from the predetermined set or 
pool. Once flagged or removed from the set or pool, the 
specific provided award or other game outcome from that 
specific pool cannot be provided to the player again. This type 
of gaming device provides players with all of the available 
awards or other game outcomes over the course of the play 
cycle and guarantees the amount of actual wins and losses. 

In another embodiment, as discussed below, upon a player 
initiating game play at the gaming device, the gaming device 
enrolls in a bingo game. In this embodiment, a bingo server 
calls the bingo balls that result in a specific bingo game 
outcome. The resultant game outcome is communicated to 
the individual gaming device to be provided to a player. In one 
embodiment, this bingo outcome is displayed to the player as 
a bingo game and/or in any form in accordance with the 
present disclosure. 

In one embodiment, as illustrated in FIG. 2A, the gaming 
device includes one or more display devices controlled by the 
processor. The display devices are preferably connected to or 
mounted to the cabinet of the gaming device. The embodi 
ment shown in FIG. 1A includes a central display device 16 
which displays a primary game. This display device may also 
display any suitable secondary game associated with the pri 
mary game as well as information relating to the primary or 
secondary game. The alternative embodiment shown in FIG. 
1B includes a central display device 16 and an upper display 
device 18. The upper display device may display the primary 
game, any Suitable secondary game associated or not associ 
ated with the primary game and/or information relating to the 
primary or secondary game. As seen in FIGS. 1A and 1B, in 
one embodiment, the gaming device includes a credit display 
20 which displays a player's current number of credits, cash, 
account balance or the equivalent. In one embodiment, gam 
ing device includes a bet display 22 which displays a players 
amount wagered. 

In another embodiment, at least one display device may be 
a mobile display device, such as a PDA or tablet PC, that 
enables play of at least a portion of the primary or secondary 
game at a location remote from the gaming device. 
The display devices may include, without limitation, a 

monitor, a television display, a plasma display, a liquid crystal 
display (LCD) a display based on light emitting diodes 
(LED), a display based on a plurality of organic light-emitting 
diodes (OLEDs), a display based on polymer light-emitting 
diodes (PLEDs), a display based on a plurality of surface 
conduction electron-emitters (SEDs), a display including a 
projected and/or reflected image or any other Suitable elec 
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tronic device or display mechanism. In one embodiment, as 
described in more detail below, the display device includes a 
touch-screen with an associated touch-screen controller. The 
display devices may be of any Suitable size and configuration, 
Such as a square, a rectangle or an elongated rectangle. 
The display devices of the gaming device are configured to 

display at least one and preferably a plurality of game or other 
Suitable images, symbols and indicia Such as any visual rep 
resentation or exhibition of the movement of objects such as 
mechanical, virtual or video reels and wheels, dynamic light 
ing, Video images, images of people, characters, places, 
things and faces of cards, and the like. 

In one alternative embodiment, the symbols, images and 
indicia displayed on or of the display device may be in 
mechanical form. That is, the display device may include any 
electromechanical device, such as one or more mechanical 
objects, such as one or more rotatable wheels, reels or dice, 
configured to display at least one or a plurality of game or 
other Suitable images, symbols or indicia. 
As illustrated in FIG. 2A, in one embodiment, the gaming 

device includes at least one payment acceptor 24 in commu 
nication with the processor. As seen in FIGS. 1A and 1B, the 
payment acceptor may include a coin slot 26 and a payment, 
note or bill acceptor 28, where the player inserts money, coins 
or tokens. The player can place coins in the coin slot or paper 
money, a ticket or Voucher into the payment, note or bill 
acceptor. In other embodiments, devices Such as readers or 
validators for credit cards, debit cards or credit slips may 
accept payment. In one embodiment, a player may insert an 
identification card into a card reader of the gaming device. In 
one embodiment, the identification card is a Smart card hav 
ing a programmed microchip or a magnetic strip coded with 
a player's identification, credit totals (or related data) and 
other relevant information. In another embodiment, a player 
may carry a portable device, such as a cell phone, a radio 
frequency identification tag or any other suitable wireless 
device, which communicates a player's identification, credit 
totals (or related data) and other relevant information to the 
gaming device. In one embodiment, money may be trans 
ferred to a gaming device through electronic funds transfer. 
When a player funds the gaming device, the processor deter 
mines the amount of funds entered and displays the corre 
sponding amount on the credit or other Suitable display as 
described above. 
As seen in FIGS. 1A, 1B and 2A, in one embodiment the 

gaming device includes at least one and preferably a plurality 
of input devices 30 in communication with the processor. The 
input devices can include any suitable device which enables 
the player to produce an input signal which is received by the 
processor. In one embodiment, after appropriate funding of 
the gaming device, the input device is a game activation 
device, such as a pull arm 32 or a play button 34 which is used 
by the player to start any primary game or sequence of events 
in the gaming device. The play button can be any suitable play 
activator Such as a bet one button, a maxbet button or a repeat 
the bet button. In one embodiment, upon appropriate funding, 
the gaming device begins the game play automatically. In 
another embodiment, upon the player engaging one of the 
play buttons, the gaming device automatically activates game 
play. 

In one embodiment, as shown in FIGS. 1A and 1B, one 
input device is a bet one button36. The player places a bet by 
pushing the bet one button. The player can increase the bet by 
one credit each time the player pushes the bet one button. 
When the player pushes the bet one button, the number of 
credits shown in the credit display preferably decreases by 
one, and the number of credits shown in the bet display 
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10 
preferably increases by one. In another embodiment, one 
input device is a bet max button (not shown) which enables 
the player to bet the maximum wager permitted for a game of 
the gaming device. 

In one embodiment, one input device is a cash out button 
38. The player may push the cash out button and cash out to 
receive a cash payment or other suitable form of payment 
corresponding to the number of remaining credits. In one 
embodiment, when the player cashes out, the player receives 
the coins or tokens in a coin payout tray 40. In one embodi 
ment, when the player cashes out, the player may receive 
other payout mechanisms such as tickets or credit slips 
redeemable by a cashier (or other suitable redemption sys 
tem) or funding to the player's electronically recordable iden 
tification card. 

In one embodiment, as mentioned above and seen in FIG. 
2A, one input device is a touch-screen 42 coupled with a 
touch-screen controller 44, or some other touch-sensitive dis 
play overlay to allow for playerinteraction with the images on 
the display. The touch-screen and the touch-screen controller 
are connected to a video controller 46. A player can make 
decisions and input signals into the gaming device by touch 
ing the touch-screen at the appropriate places. One such input 
device is a touch-screen button panel. It should be appreciated 
that the utilization of touch-screens is widespread in the gam 
ing industry. 
The gaming device may further include a plurality of com 

munication ports for enabling communication of the proces 
Sor with external peripherals, such as external video sources, 
expansion buses, game or other displays, an SCSI port or a 
key pad. 

In one embodiment, as seen in FIG. 2A, the gaming device 
includes a sound generating device controlled by one or more 
Sounds cards 48 which function in conjunction with the pro 
cessor. In one embodiment, the Sound generating device 
includes at least one and preferably a plurality of speakers 50 
or other sound generating hardware and/or software for gen 
erating sounds, such as playing music for the primary and/or 
secondary game or for other modes of the gaming device, 
Such as an attract mode. In one embodiment, the gaming 
device provides dynamic sounds coupled with attractive mul 
timedia images displayed on one or more of the display 
devices to provide an audio-visual representation or to other 
wise displayfull-motion video with sound to attract players to 
the gaming device. During idle periods, the gaming device 
may display a sequence of audio and/or visual attraction 
messages to attract potential players to the gaming device. 
The videos may also be customized for or to provide any 
appropriate information. 

In one embodiment, the gaming machine may include a 
sensor, such as a camera in communication with the processor 
(and possibly controlled by the processor) that is selectively 
positioned to acquire an image of a player actively using the 
gaming device and/or the Surrounding area of the gaming 
device. In one embodiment, the camera may be configured to 
selectively acquire still or moving (e.g., video) images and 
may be configured to acquire the images in either an analog, 
digital or other suitable format. The display devices may be 
configured to display the image acquired by the camera as 
well as display the visible manifestation of the game in split 
screen or picture-in-picture fashion. For example, the camera 
may acquire an image of the player and the processor may 
incorporate that image into the primary and/or secondary 
game as a game image, symbol or indicia. 
Gaming device 10 can incorporate any suitable wagering 

primary or base game. The gaming machine or device may 
include some or all of the features of conventional gaming 
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machines or devices. The primary or base game may com 
prise any suitable reel-type game, card game, cascading or 
falling symbol game, number game or other game of chance 
Susceptible to representation in an electronic or electrome 
chanical form, which in one embodiment produces a random 
outcome based on probability data at the time of or after 
placement of a wager. That is, different primary wagering 
games, such as video poker games, video blackjack games, 
Video keno, video bingo or any other Suitable primary or base 
game may be implemented. 

In one embodiment, as illustrated in FIGS. 1A and 1B, a 
base or primary game may be a slot game with one or more 
paylines 52. The paylines may be horizontal, vertical, circu 
lar, diagonal, angled or any combination thereof. In this 
embodiment, the gaming device includes at least one and 
preferably a plurality of reels 54, such as three to five reels 54, 
in either electromechanical form with mechanical rotating 
reels or video form with simulated reels and movement 
thereof. In one embodiment, an electromechanical slot 
machine includes a plurality of adjacent, rotatable reels which 
may be combined and operably coupled with an electronic 
display of any suitable type. In another embodiment, if the 
reels 54 are in video form, one or more of the display devices, 
as described above, display the plurality of simulated video 
reels 54. Each reel 54 displays a plurality of indicia or sym 
bols, such as bells, hearts, fruits, numbers, letters, bars or 
other images which preferably correspond to a theme associ 
ated with the gaming device. In another embodiment, one or 
more of the reels are independent reels or unisymbol reels. In 
this embodiment, each independent or unisymbol reel gener 
ates and displays one symbol to the player. In one embodi 
ment, the gaming device awards prizes after the reels of the 
primary game stop spinning if specified types and/or configu 
rations of indicia or symbols occur on an active payline or 
otherwise occur in a winning pattern, occur on the requisite 
number of adjacent reels and/or occur in a scatter pay arrange 
ment. 

In an alternative embodiment, rather than determining any 
outcome to provide to the player by analyzing the symbols 
generated on any wagered upon paylines as described above, 
the gaming device determines any outcome to provide to the 
player based on the number of associated symbols which are 
generated in active symbol positions on the requisite number 
of adjacent reels (i.e., not on paylines passing through any 
displayed winning symbol combinations). In this embodi 
ment, if a winning symbol combination is generated on the 
reels, the gaming device provides the player one award for 
that occurrence of the generated winning symbol combina 
tion. For example, if one winning symbol combination is 
generated on the reels, the gaming device will provide a single 
award to the player for that winning symbol combination (i.e., 
not based on paylines that would have passed through that 
winning symbol combination). It should be appreciated that 
because a gaming device with wagering on ways to win 
provides the player one award for a single occurrence of a 
winning symbol combination and a gaming device with pay 
lines may provide the player more than one award for the 
same occurrence of a single winning symbol combination 
(i.e., if a plurality of paylines each pass through the same 
winning symbol combination), it is possible to provide a 
player at a ways to win gaming device more ways to win for 
an equivalent bet or wager on a traditional slot gaming device 
with paylines. 

In one embodiment, the total number of ways to win is 
determined by multiplying the number of symbols generated 
in active symbol positions on a first reel by the number of 
symbols generated in active symbol positions on a second reel 
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by the number of symbols generated in active symbol posi 
tions on a third reel and so on for each reel of the gaming 
device with at least one symbol generated in an active symbol 
position. For example, a three reel gaming device with three 
symbols generated in active symbol positions on each reel 
includes 27 ways to win (i.e., 3 symbols on the first reelx3 
symbols on the second reelx3 symbols on the third reel). A 
four reel gaming device with three symbols generated in 
active symbol positions on each reel includes 81 ways to win 
(i.e., 3 symbols on the first reelx3 symbols on the second 
reelx3 symbols on the third reelx3 symbols on the fourth 
reel). A five reel gaming device with three symbols generated 
in active symbol positions on each reel includes 243 ways to 
win (i.e., 3 symbols on the first reelx3 symbols on the second 
reelx3 symbols on the third reelx3 symbols on the fourth 
reelx3 symbols on the fifth reel). It should be appreciated that 
modifying the number of generated symbols by either modi 
fying the number of reels or modifying the number of sym 
bols generated in active symbol positions by one or more of 
the reels, modifies the number of ways to win. 

In another embodiment, the gaming device enables a 
player to wager on and thus activate symbol positions. In one 
Such embodiment, the symbol positions are on the reels. In 
this embodiment, if based on the player's wager, a reel is 
activated, then each of the symbol positions of that reel will be 
activated and each of the active symbol positions will be part 
of one or more of the ways to win. In one embodiment, if 
based on the players wager, a reel is not activated, then a 
designated number of default symbol positions, such as a 
single symbol position of the middle row of the reel, will be 
activated and the default symbol position(s) will be part of 
one or more of the ways to win. This type of gaming machine 
enables a player to wager on one, more or each of the reels and 
the processor of the gaming device uses the number of 
wagered on reels to determine the active symbol positions and 
the number of possible ways to win. In alternative embodi 
ments, (1) no symbols are displayed as generated at any of the 
inactive symbol positions, or (2) any symbols generated at 
any inactive symbol positions may be displayed to the player 
but Suitably shaded or otherwise designated as inactive. 

In one embodiment wherein a player wagers on one or 
more reels, a player's wager of one credit may activate each of 
the three symbol positions on a first reel, wherein one default 
symbol position is activated on each of the remaining four 
reels. In this example, as described above, the gaming device 
provides the player three ways to win (i.e., 3 symbols on the 
first reelx1 symbol on the second reelx1 symbol on the third 
reelx1 symbol on the fourth reelx1 symbol on the fifth reel). 
In another example, a player's wager of nine credits may 
activate each of the three symbol positions on a first reel, each 
of the three symbol positions on a second reel and each of the 
three symbol positions on a third reel wherein one default 
symbol position is activated on each of the remaining two 
reels. In this example, as described above, the gaming device 
provides the player twenty-seven ways to win (i.e., 3 symbols 
on the first reelx3 symbols on the second reelx3 symbols on 
the third reelx1 symbol on the fourth reelx1 symbol on the 
fifth reel). 

In one embodiment, to determine any award(s) to provide 
to the player based on the generated symbols, the gaming 
device individually determines if a symbol generated in an 
active symbol position on a first reel forms part of a winning 
symbol combination with or is otherwise suitably related to a 
symbol generated in an active symbol position on a second 
reel. In this embodiment, the gaming device classifies each 
pair of symbols which form part of a winning symbol com 
bination (i.e., each pair of related symbols) as a string of 
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related symbols. For example, if active symbol positions 
include a first cherry symbol generated in the top row of a first 
reel and a second cherry symbol generated in the bottom row 
of a second reel, the gaming device classifies the two cherry 
symbols as a string of related symbols because the two cherry 
symbols form part of a winning symbol combination. 

After determining if any strings of related symbols are 
formed between the symbols on the first reel and the symbols 
on the second reel, the gaming device determines if any of the 
symbols from the next adjacent reel should be added to any of 
the formed strings of related symbols. In this embodiment, for 
a first of the classified Strings of related symbols, the gaming 
device determines if any of the symbols generated by the next 
adjacent reel form part of a winning symbol combination or 
are otherwise related to the symbols of the first string of 
related symbols. If the gaming device determines that a sym 
bol generated on the next adjacent reel is related to the sym 
bols of the first string of related symbols, that symbol is 
subsequently added to the first string of related symbols. For 
example, if the first string of related symbols is the string of 
related cherry symbols and a related cherry symbol is gener 
ated in the middle row of the third reel, the gaming device 
adds the related cherry symbol generated on the third reel to 
the previously classified String of cherry symbols. 
On the other hand, if the gaming device determines that no 

symbols generated on the next adjacent reel are related to the 
symbols of the first string of related symbols, the gaming 
device marks or flags Such string of related symbols as com 
plete. For example, if the first string of related symbols is the 
string of related cherry symbols and none of the symbols of 
the third reel are related to the cherry symbols of the previ 
ously classified string of cherry symbols, the gaming device 
marks or flags the String of cherry symbols as complete. 

After either adding a related symbol to the first string of 
related symbols or marking the first string of related symbols 
as complete, the gaming device proceeds as described above 
for each of the remaining classified Strings of related symbols 
which were previously classified or formed from related sym 
bols on the first and second reels. 

After analyzing each of the remaining strings of related 
symbols, the gaming device determines, for each remaining 
pending or incomplete string of related symbols, if any of the 
symbols from the next adjacent reel, if any, should be added 
to any of the previously classified Strings of related symbols. 
This process continues until either each string of related sym 
bols is complete or there are no more adjacent reels of sym 
bols to analyze. In this embodiment, where there are no more 
adjacent reels of symbols to analyze, the gaming device 
marks each of the remaining pending strings of related sym 
bols as complete. 
When each of the strings of related symbols is marked 

complete, the gaming device compares each of the strings of 
related symbols to an appropriate paytable and provides the 
player any award associated with each of the completed 
strings of symbols. It should be appreciated that the player is 
provided one award, if any, for each String of related symbols 
generated in active symbol positions (i.e., as opposed to being 
based on how many paylines that would have passed through 
each of the strings of related symbols in active symbol posi 
tions). 

In one embodiment, a base or primary game may be a poker 
game wherein the gaming device enables the player to play a 
conventional game of video draw poker and initially deals 
five cards all face up from a virtual deck of fifty-two card 
deck. Cards may be dealt as in a traditional game of cards or 
in the case of the gaming device, may also include that the 
cards are randomly selected from a predetermined number of 
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14 
cards. If the player wishes to draw, the player selects the cards 
to hold via one or more input device. Such as pressing related 
hold buttons or via the touch screen. The player then presses 
the deal button and the unwanted or discarded cards are 
removed from the display and the gaming machine deals the 
replacement cards from the remaining cards in the deck. This 
results in a final five-card hand. The gaming device compares 
the final five-card hand to a payout table which utilizes con 
ventional poker hand rankings to determine the winning 
hands. The gaming device provides the player with an award 
based on a winning hand and the credits the player wagered. 

In another embodiment, the base or primary game may be 
a multi-hand version of video poker. In this embodiment, the 
gaming device deals the player at least two hands of cards. In 
one such embodiment, the cards are the same cards. In one 
embodiment each hand of cards is associated with its own 
deck of cards. The player chooses the cards to hold in a 
primary hand. The held cards in the primary hand are also 
held in the other hands of cards. The remaining non-held 
cards are removed from each hand displayed and for each 
hand replacement cards are randomly dealt into that hand. 
Since the replacement cards are randomly dealt indepen 
dently for each hand, the replacement cards for each hand will 
usually be different. The poker hand rankings are then deter 
mined hand by hand and awards are provided to the player. 

In one embodiment, a base or primary game may be a keno 
game wherein the gaming device displays a plurality of 
selectable indicia or numbers on at least one of the display 
devices. In this embodiment, the player selects at least one or 
a plurality of the selectable indicia or numbers via an input 
device Such as the touch screen. The gaming device then 
displays a series of drawn numbers to determine an amount of 
matches, if any, between the player's selected numbers and 
the gaming device's drawn numbers. The player is provided 
an award based on the amount of matches, if any, based on the 
amount of determined matches. 

In one embodiment, in addition to winning credits or other 
awards in a base or primary game, the gaming device may also 
give players the opportunity to win credits in a bonus or 
secondary game or bonus or secondary round. The bonus or 
secondary game enables the player to obtain a prize or payout 
in addition to the prize or payout, if any, obtained from the 
base or primary game. In general, a bonus or secondary game 
produces a significantly higher level of player excitement 
than the base or primary game because it provides a greater 
expectation of winning than the base or primary game and is 
accompanied with more attractive or unusual features than 
the base or primary game. In one embodiment, the bonus or 
secondary game may be any type of Suitable game, either 
similar to or completely different from the base or primary 
game. 

In one embodiment, the triggering event or qualifying con 
dition may be a selected outcome in the primary game or a 
particular arrangement of one or more indicia on a display 
device in the primary game, Such as the number seven appear 
ing on three adjacent reels along a payline in the primary slot 
game embodiment seen in FIGS. 1A and 1B. In other embodi 
ments, the triggering event or qualifying condition may be by 
exceeding a certain amount of game play (such as number of 
games, number of credits, amount of time), or reaching a 
specified number of points earned during game play. 

In another embodiment, the gaming device processor 12 or 
central server 56 randomly provides the player one or more 
plays of one or more secondary games. In one Such embodi 
ment, the gaming device does not provide any apparent rea 
Sons to the player for qualifying to play a secondary or bonus 
game. In this embodiment, qualifying for a bonus game is not 
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triggered by an event in or based specifically on any of the 
plays of any primary game. That is, the gaming device may 
simply qualify a player to play a secondary game without any 
explanation or alternatively with simple explanations. In 
another embodiment, the gaming device (or central server) 
qualifies a player for a secondary game at least partially based 
on a game triggered or symbol triggered event, such as at least 
partially based on the play of a primary game. 

In one embodiment, the gaming device includes a program 
which will automatically begin a bonus round after the player 
has achieved a triggering event or qualifying condition in the 
base or primary game. In another embodiment, after a player 
has qualified for a bonus game, the player may Subsequently 
enhance his/her bonus game participation through continued 
play on the base or primary game. Thus, for each bonus 
qualifying event, Such as a bonus symbol, that the player 
obtains, a given number of bonus game wagering points or 
credits may be accumulated in a “bonus meter programmed 
to accrue the bonus wagering credits or entries toward even 
tual participation in a bonus game. The occurrence of mul 
tiple such bonus qualifying events in the primary game may 
result in an arithmetic or exponential increase in the number 
of bonus wagering credits awarded. In one embodiment, the 
player may redeem extra bonus wagering credits during the 
bonus game to extend play of the bonus game. 

In one embodiment, no separate entry fee or buy in for a 
bonus game need be employed. That is, a player may not 
purchase an entry into a bonus game, rather they must win or 
earn entry through play of the primary game thus, encourag 
ing play of the primary game. In another embodiment, quali 
fication of the bonus or secondary game is accomplished 
through a simple “buy in” by the player, for example, if the 
player has been unsuccessful at qualifying through other 
specified activities. In another embodiment, the player must 
make a separate side-wager on the bonus game or wager a 
designated amount in the primary game to qualify for the 
secondary game. In this embodiment, the secondary game 
triggering event must occur and the side-wager (or designated 
primary game wager amount) must have been placed to trig 
ger the secondary game. 

In one embodiment, as illustrated in FIG. 2B, one or more 
of the gaming devices 10 are in communication with each 
other and/or at least one central server, central controller or 
remote host 56 through a data network or remote communi 
cation link 58. In this embodiment, the central server, central 
controller or remote host is any Suitable server or computing 
device which includes at least one processor and at least one 
memory or storage device. In different such embodiments, 
the central server is a progressive controller or a processor of 
one of the gaming devices in the gaming system. In these 
embodiments, the processor of each gaming device is 
designed to transmit and receive events, messages, com 
mands or any other Suitable data or signal between the indi 
vidual gaming device and the central server. The gaming 
device processor is operable to execute such communicated 
events, messages or commands in conjunction with the opera 
tion of the gaming device. Moreover, the processor of the 
central server is designed to transmit and receive events, 
messages, commands or any other Suitable data or signal 
between the central server and each of the individual gaming 
devices. The central server processor is operable to execute 
Such communicated events, messages or commands in con 
junction with the operation of the central server. It should be 
appreciated that one, more or each of the functions of the 
central controller as disclosed herein may be performed by 
one or more gaming device processors. It should be further 
appreciated that one, more or each of the functions of one or 
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16 
more gaming device processors as disclosed herein may be 
performed by the central controller. 

In one embodiment, the game outcome provided to the 
player is determined by a central server or controller and 
provided to the player at the gaming device. In this embodi 
ment, each of a plurality of Such gaming devices are in com 
munication with the central server or controller. Upon a 
player initiating game play at one of the gaming devices, the 
initiated gaming device communicates a game outcome 
request to the central server or controller. 

In one embodiment, the central server or controller 
receives the game outcome request and randomly generates a 
game outcome for the primary game based on probability 
data. In another embodiment, the central server or controller 
randomly generates a game outcome for the secondary game 
based on probability data. In another embodiment, the central 
server or controller randomly generates a game outcome for 
both the primary game and the secondary game based on 
probability data. In this embodiment, the central server or 
controller is capable of storing and utilizing program code or 
other data similar to the processor and memory device of the 
gaming device. 

In an alternative embodiment, the central server or control 
ler maintains one or more predetermined pools or sets of 
predetermined game outcomes. In this embodiment, the cen 
tral server or controller receives the game outcome request 
and independently selects a predetermined game outcome 
from a set or pool of game outcomes. The central server or 
controller flags or marks the selected game outcome as used. 
Once a game outcome is flagged as used, it is prevented from 
further selection from the set or pool and cannot be selected 
by the central controller or server upon another wager. The 
provided game outcome can include a primary game out 
come, a secondary game outcome, primary and secondary 
game outcomes, or a series of game outcomes Such as free 
gameS. 
The central server or controller communicates the gener 

ated or selected game outcome to the initiated gaming device. 
The gaming device receives the generated or selected game 
outcome and provides the game outcome to the player. In an 
alternative embodiment, how the generated or selected game 
outcome is to be presented or displayed to the player, Such as 
a reel symbol combination of a slot machine or a hand of cards 
dealt in a card game, is also determined by the central server 
or controller and communicated to the initiated gaming 
device to be presented or displayed to the player. Central 
production or control can assist a gaming establishment or 
other entity in maintaining appropriate records, controlling 
gaming, reducing and preventing cheating or electronic or 
other errors, reducing or eliminating win-loss Volatility and 
the like. 

In another embodiment, a predetermined game outcome 
value is determined for each of a plurality of linked or net 
worked gaming devices based on the results of a bingo or 
keno game. In this embodiment, each individual gaming 
device utilizes one or more bingo or keno games to determine 
the predetermined game outcome value provided to the player 
for the interactive game played at that gaming device. In one 
embodiment, the bingo or keno game is displayed to the 
player. In another embodiment, the bingo or keno game is not 
displayed to the player, but the results of the bingo or keno 
game determine the predetermined game outcome value for 
the primary or secondary game. 

In the various bingo embodiments, as each gaming device 
is enrolled in the bingo game. Such as upon an appropriate 
wager or engaging an input device, the enrolled gaming 
device is provided or associated with a different bingo card. 
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Each bingo card consists of a matrix or array of elements, 
wherein each element is designated with a separate indicia, 
such as a number. It should be appreciated that each different 
bingo card includes a different combination of elements. For 
example, if four bingo cards are provided to four enrolled 
gaming devices, the same element may be present on all four 
of the bingo cards while another element may solely be 
present on one of the bingo cards. 

In operation of these embodiments, upon providing or 
associating a different bingo card to each of a plurality of 
enrolled gaming devices, the central controller randomly 
selects or draws, one at a time, a plurality of the elements. As 
each element is selected, a determination is made for each 
gaming device as to whether the selected element is present 
on the bingo card provided to that enrolled gaming device. 
This determination can be made by the central controller, the 
gaming device, a combination of the two, or in any other 
suitable manner. If the selected element is present on the 
bingo card provided to that enrolled gaming device, that 
selected element on the provided bingo card is marked or 
flagged. This process of selecting elements and marking any 
selected elements on the provided bingo cards continues until 
one or more predetermined patterns are marked on one or 
more of the provided bingo cards. It should be appreciated 
that in one embodiment, the gaming device requires the 
player to engage a daub button (not shown) to initiate the 
process of the gaming device marking or flagging any 
selected elements. 

After one or more predetermined patterns are marked on 
one or more of the provided bingo cards, a game outcome is 
determined for each of the enrolled gaming devices based, at 
least in part, on the selected elements on the provided bingo 
cards. As described above, the game outcome determined for 
each gaming device enrolled in the bingo game is utilized by 
that gaming device to determine the predetermined game 
outcome provided to the player. For example, a first gaming 
device to have selected elements marked in a predetermined 
pattern is provided a first outcome of win S10 which will be 
provided to a first player regardless of how the first player 
plays in a first game and a second gaming device to have 
selected elements marked in a different predetermined pat 
tern is provided a second outcome of win S2 which will be 
provided to a second player regardless of how the second 
player plays a second game. It should be appreciated that as 
the process of marking selected elements continues until one 
or more predetermined patterns are marked, this embodiment 
insures that at least one bingo card will win the bingo game 
and thus at least one enrolled gaming device will provide a 
predetermined winning game outcome to a player. It should 
be appreciated that other suitable methods for selecting or 
determining one or more predetermined game outcomes may 
be employed. 

In one example of the above-described embodiment, the 
predetermined game outcome may be based on a Supplemen 
tal award in addition to any award provided for winning the 
bingo game as described above. In this embodiment, if one or 
more elements are marked in Supplemental patterns within a 
designated number of drawn elements, a Supplemental or 
intermittent award or value associated with the marked 
Supplemental pattern is provided to the player as part of the 
predetermined game outcome. For example, if the four cor 
ners of a bingo card are marked within the first twenty 
selected elements, a supplemental award of S10 is provided to 
the player as part of the predetermined game outcome. It 
should be appreciated that in this embodiment, the player of a 
gaming device may be provided a Supplemental or intermit 
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tent award regardless of if the enrolled gaming device's pro 
vided bingo card wins or does not win the bingo game as 
described above. 

In another embodiment, one or more of the gaming devices 
are in communication with a central server or controller for 
monitoring purposes only. That is, each individual gaming 
device randomly generates the game outcomes to be provided 
to the player and the central server or controller monitors the 
activities and events occurring on the plurality of gaming 
devices. In one embodiment, the gaming network includes a 
real-time or on-line accounting and gaming information sys 
tem operably coupled to the central server or controller. The 
accounting and gaming information system of this embodi 
ment includes a player database for storing player profiles, a 
player tracking module for tracking players and a credit Sys 
tem for providing automated casino transactions. 

In one embodiment, the gaming device disclosed herein is 
associated with or otherwise integrated with one or more 
player tracking systems. In this embodiment, the gaming 
device and/or player tracking system tracks any players gam 
ing activity at the gaming device. In one such embodiment, 
the gaming device and/or associated player tracking system 
timely tracks when a player inserts their playing tracking card 
to begin a gaming session and also timely tracks when a 
player removes their player tracking card when concluding 
play for that gaming session. In another embodiment, rather 
than requiring a player to insert a player tracking card, the 
gaming device utilizes one or more portable devices carried 
by a player, Such as a cell phone, a radio frequency identifi 
cation tag or any other Suitable wireless device to track when 
a player begins and ends a gaming session. In another 
embodiment, the gaming device utilizes any Suitable biomet 
ric technology or ticket technology to track when a player 
begins and ends a gaming session. 

During one or more gaming sessions, the gaming device 
and/or player tracking system tracks any Suitable informa 
tion, Such as any amounts wagered, average wager amounts 
and/or the time these wagers are placed. In different embodi 
ments, for one or more players, the player tracking system 
includes the player's account number, the player's card num 
ber, the player's first name, the player's Surname, the players 
preferred name, the player's player tracking ranking, any 
promotion status associated with the player's player tracking 
card, the player's address, the player's birthday, the players 
anniversary, the player's recent gaming sessions, or any other 
suitable data. 

In one embodiment, a plurality of the gaming devices are 
capable of being connected together through a data network. 
In one embodiment, the data network is a local area network 
(LAN), in which one or more of the gaming devices are 
Substantially proximate to each other and an on-site central 
server or controller as in, for example, a gaming establish 
ment or a portion of a gaming establishment. In another 
embodiment, the data network is a wide area network (WAN) 
in which one or more of the gaming devices are in commu 
nication with at least one off-site central server or controller. 
In this embodiment, the plurality of gaming devices may be 
located in a different part of the gaming establishment or 
within a different gaming establishment than the off-site cen 
tral server or controller. Thus, the WAN may include an 
off-site central server or controller and an off-site gaming 
device located within gaming establishments in the same 
geographic area, Such as a city or state. The WAN gaming 
system may be substantially identical to the LAN gaming 
system described above, although the number of gaming 
devices in each system may vary relative to each other. 
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In another embodiment, the data network is an internet or 
intranet. In this embodiment, the operation of the gaming 
device can be viewed at the gaming device with at least one 
internet browser. In this embodiment, operation of the gaming 
device and accumulation of credits may be accomplished 
with only a connection to the central server or controller (the 
internet/intranet server) through a conventional phone or 
other data transmission line, digital subscriber line (DSL). 
T-1 line, coaxial cable, fiber optic cable, or other suitable 
connection. In this embodiment, players may access an inter 
net game page from any location where an internet connec 
tion and computer, or other internet facilitator is available. 
The expansion in the number of computers and number and 
speed of internet connections in recent years increases oppor 
tunities for players to play from an ever-increasing number of 
remote sites. It should be appreciated that enhanced band 
width of digital wireless communications may render Such 
technology Suitable for some or all communications, particu 
larly if such communications are encrypted. Higher data 
transmission speeds may be useful for enhancing the Sophis 
tication and response of the display and interaction with the 
player. 
As mentioned above, in one embodiment, the present dis 

closure may be employed in a server based gaming system. In 
one Such embodiment, as described above, one or more gam 
ing devices are in communication with a central server or 
controller. The central server or controller may be any suit 
able server or computing device which includes at least one 
processor and a memory or storage device. In alternative 
embodiments, the central server is a progressive controller or 
another gaming machine in the gaming System. In one 
embodiment, the memory device of the central server stores 
different game programs and instructions, executable by a 
gaming device processor, to control the gaming device. Each 
executable game program represents a different game or type 
of game which may be played on one or more of the gaming 
devices in the gaming system. Such different games may 
include the same or Substantially the same game play with 
different pay tables. In different embodiments, the executable 
game program is for a primary game, a secondary game or 
both. In another embodiment, the game program may be 
executable as a secondary game to be played simultaneous 
with the play of a primary game (which may be downloaded 
to or fixed on the gaming device) or vice versa. 

In this embodiment, each gaming device at least includes 
one or more display devices and/or one or more input devices 
for interaction with a player. A local processor, Such as the 
above-described gaming device processor or a processor of a 
local server, is operable with the display device(s) and/or the 
input device(s) of one or more of the gaming devices. 

In operation, the central controller is operable to commu 
nicate one or more of the stored game programs to at least one 
local processor. In different embodiments, the stored game 
programs are communicated or delivered by embedding the 
communicated game program in a device or a component 
(e.g., a microchip to be inserted in a gaming device), writing 
the game program on a disc or other media, downloading or 
streaming the game program over a dedicated data network, 
internet or a telephone line. After the stored game programs 
are communicated from the central server, the local processor 
executes the communicated program to facilitate play of the 
communicated program by a player through the display 
device(s) and/or input device(s) of the gaming device. That is, 
when a game program is communicated to a local processor, 
the local processor changes the game or type of game played 
at the gaming device. 
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In another embodiment, a plurality of gaming devices at 

one or more gaming sites may be networked to the central 
server in a progressive configuration, as known in the art, 
wherein a portion of each wager to initiate a base or primary 
game may be allocated to one or more progressive awards. In 
one embodiment, a progressive gaming system host site com 
puter is coupled to a plurality of the central servers at a variety 
of mutually remote gaming sites for providing a multi-site 
linked progressive automated gaming system. In one embodi 
ment, a progressive gaming system host site computer may 
serve gaming devices distributed throughout a number of 
properties at different geographical locations including, for 
example, different locations within a city or different cities 
within a state. 

In one embodiment, the progressive gaming system host 
site computer is maintained for the overall operation and 
control of the progressive gaming system. In this embodi 
ment, a progressive gaming system host site computer over 
sees the entire progressive gaming system and is the master 
for computing all progressive jackpots. All participating gam 
ing sites report to, and receive information from, the progres 
sive gaming system host site computer. Each central server 
computer is responsible for all data communication between 
the gaming device hardware and Software and the progressive 
gaming system host site computer. In one embodiment, an 
individual gaming machine may trigger a progressive award 
win. In another embodiment, a central server (or the progres 
sive gaming system hot site computer) determines when a 
progressive award win is triggered. In another embodiment, 
an individual gaming machine and a central controller (or 
progressive gaming system hot site computer) work in con 
junction with each other to determine when a progressive win 
is triggered, for example through an individual gaming 
machine meeting a predetermined requirement established by 
the central controller. 

In one embodiment, a progressive award win is triggered 
based on one or more game play events, such as a symbol 
driven trigger. In other embodiments, the progressive award 
triggering event or qualifying condition may be by exceeding 
a certain amount of game play (Such as number of games, 
number of credits, or amount of time), or reaching a specified 
number of points earned during game play. In another 
embodiment, a gaming device is randomly or apparently ran 
domly selected to provide a player of that gaming device one 
or more progressive awards. In one such embodiment, the 
gaming device does not provide any apparent reasons to the 
player for winning a progressive award, wherein winning the 
progressive award is not triggered by an event in or based 
specifically on any of the plays of any primary game. That is, 
a player is provided a progressive award without any expla 
nation or alternatively with simple explanations. In another 
embodiment, a player is provided a progressive award at least 
partially based on a game triggered or symbol triggered event, 
Such as at least partially based on the play of a primary game. 

In one embodiment, one or more of the progressive awards 
are each funded via a side bet or side wager. In this embodi 
ment, a player must place or wager a side bet to be eligible to 
win the progressive award associated with the side bet. In one 
embodiment, the player must place the maximum bet and the 
side bet to be eligible to win one of the progressive awards. In 
another embodiment, if the player places or wagers the 
required side bet, the player may wager at any credit amount 
during the primary game (i.e., the player need not place the 
maximum bet and the side betto be eligible to win one of the 
progressive awards). In one such embodiment, the greater the 
players wager (in addition to the placed side bet), the greater 
the odds or probability that the player will win one of the 



US 7,905,777 B2 
21 

progressive awards. It should be appreciated that one or more 
of the progressive awards may each be funded, at least in part, 
based on the wagers placed on the primary games of the 
gaming machines in the gaming System, via a gaming estab 
lishment or via any Suitable manner. 

In another embodiment, one or more of the progressive 
awards are partially funded via a side-bet or side-wager which 
the player may make (and which may be tracked via a side-bet 
meter). In one embodiment, one or more of the progressive 
awards are funded with only side-bets or side-wagers placed. 
In another embodiment, one or more of the progressive 
awards are funded based on player's wagers as described 
above as well as any side-bets or side-wagers placed. 

In one alternative embodiment, a minimum wager level is 
required foragaming device to qualify to be selected to obtain 
one of the progressive awards. In one embodiment, this mini 
mum wager level is the maximum wager level for the primary 
game in the gaming machine. In another embodiment, no 
minimum wager level is required for a gaming machine to 
qualify to be selected to obtain one of the progressive awards. 

In another embodiment, a plurality of players at a plurality 
of linked gaming devices in a gaming system participate in a 
group gaming environment. In one embodiment, a plurality of 
players at a plurality of linked gaming devices work in con 
junction with one another, Such as playing together as a team 
or group, to win one or more awards. In one such embodi 
ment, any award won by the group is shared, either equally or 
based on any suitable criteria, amongst the different players of 
the group. In another embodiment, a plurality of players at a 
plurality of linked gaming devices compete against one 
another for one or more awards. In one such embodiment, a 
plurality of players at a plurality of linked gaming devices 
participate in a gaming tournament for one or more awards. In 
another embodiment, a plurality of players at a plurality of 
linked gaming devices play for one or more awards wherein 
an outcome generated by one gaming device affects the out 
comes generated by one or more linked gaming devices. 

Item Auction 

A high level block diagram of an exemplary network com 
munications system 300 is illustrated in FIG. 3. The illus 
trated system 300 includes one or more auction servers 302 
connected via a network58 to one or more gaming devices 10. 
An auction server 302 stores a plurality of files and/or pro 
grams in one or more databases for use by the gaming devices 
10. The databases may be part of the auction servers 302 
and/or connected via the network58. The network 58 may be 
any type of Suitable local or wide area network, such as a 
secure Ethernet network, a fiber optic network, and/or a wire 
less network. One auction server 302 may interact with a large 
number of gaming devices 10 and act as a central server or 
controller in communication with those gaming devices 10. 
Accordingly, each auction server 302 is typically a high end 
computer with a large storage capacity, one or more fast 
microprocessors, and one or more high speed network con 
nections. Conversely, relative to an auction server 302, each 
gaming device 10 typically includes less storage capacity and 
computing power. 

Preferably the auction related features of the gaming 
device 10 are integrated with the gaming device software 
and/or hardware. Alternatively, an auction console device 
may be peripheral to the gaming device 10. For example, the 
auction console device may be attached to the gaming device 
10, located inside the gaming device 10, stationed next to the 
gaming device 10, and/or located near the gaming device 10. 
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For this disclosure, it should be appreciated that the auction 

related features may be provided independent and separate 
from game play on the gaming device 10 and/or may be 
integrated with game play on the gaming device 10. For 
example, the auction related features may be provided on 
certain gaming devices, to certain players, at certain times 
(such as after a Suitable triggering event) or some combina 
tion thereof. Additionally, the auction related features may be 
funded by the player, the gaming establishment (e.g., a 
casino) and/or by a third party (such as a manufacturer or 
distributor of an auction item) in the form of game credits, 
cash, tokens, points associated with a player tracking system 
or any other Suitable medium. 
An illustration of an example screenshot of a gaming 

device 10 with a plurality of onscreen auction features is 
illustrated in FIG. 4. In this example, the gaming device 10 
enables a player to scroll through a plurality of pictures 402, 
representing a plurality of auction items, by pressing an up 
arrow 404 or a downarrow 406 via the touchscreen 42. When 
the player sees an auction item the player is interested in 
obtaining additional information on and/or bidding on, the 
gaming device 10 enables the player to select the auction item 
by pressing the area of the picture 402 of the auction item via 
the touchscreen 42. It should be appreciated that any suitable 
method of viewing and/or selecting auction items may be 
used. For example, the player may view the actual auction 
items (e.g., in a display case) and the gaming device may 
enable the player to enter a number or other identifying char 
acteristic associated with an actual auction item into the gam 
ing device 10. 

After the player selects one or more auction items, a status 
box 408 associated with each of the selected auction items 
may be displayed in another area of the screen. In this 
example, each status box 408 informs the player of the 
selected auction items name 410 (e.g., Men's Watch), the 
highest bid on the selected auction item 412 (e.g., S155), the 
player's current bid 414 on the selected auction item (e.g., 
S150), and the time remaining 416 in the auction for the 
selected auction item (e.g., 5 minutes). The gaming device 10 
may enable the player to Scroll through a plurality of status 
boxes 408, representing a plurality of selected auction items, 
by pressing a right arrow 418 or a left arrow 420 via the touch 
screen 42. In addition, the gaming device 10 may enable the 
player to see additional details associated with a selected 
auction item by pressing a status box 408 via the touch screen 
42. When the gaming device receives a selection of the status 
box 408 from the player, the display 16 or 18 switches to 
another view, and/or a pop-up window with the additional 
details appears. 
An illustration of an example screenshot showing addi 

tional details associated with a selected auction item is illus 
trated in FIG. 5. In this example, the gaming device 10 again 
shows the auction items name 410 (e.g., Men's Watch), the 
highest bid on the auction item 412 (e.g., S155), the players 
current bid on the auction item 414 (e.g., S150), and the time 
remaining in the auction for the selected auction item 416 
(e.g., 5 minutes). In addition, the detailed view shows an 
enlarged picture 502 of the auction item, a detailed descrip 
tion 504 of the auction item, a player settable maximum bid 
505 for the auction item, and a retail value 508 of the auction 
item. By displaying the detailed description 504, the enlarged 
picture 502, and the retail value 508, the gaming device 10 
enables the player to make an informed decision as to the 
maximum bid 505 the player is willing to make for the 
selected auction item. In this manner, if the player is attrib 
uting a portion of each award won to the selected auction 
item, a large win (e.g., a jackpot) will not attribute an exces 
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sive amount to a bid on the auction item. In one embodiment, 
the gaming device 10 enables the player to scroll through a 
plurality of detailed views by pressing an up arrow 510 or a 
down arrow 512 via the touch screen 42. It should be appre 
ciated that scroll bars, sliders or any other Suitable graphical 
user interface symbols may be implemented in addition to, or 
in replacement of the arrows 404,406,418, 420,510 and 512 
via touch screen 42 to enable the player to manipulate a 
plurality of displayed items or views. 

Multiple auction items may be selected. As described in 
more detail below with reference to FIG. 7, bid amounts may 
be attributed to multiple auction items in series or in parallel. 
More specifically, if the player selects more than one auction 
item, the gaming device 10 may automatically attribute a 
portion of each wager and/or win to one of the selected 
auction items at a time (i.e., in series). Alternatively, the 
gaming device 10 may automatically attribute a portion of 
each wager and/or win to a separate bid on each auction item 
simultaneously (i.e., in parallel). The gaming device may also 
enable the player to select the percentages of attribution or 
contribution to each item if simultaneous, and the order of 
attribution if in series. The gaming device may also enable the 
player to select the percentage of a win attributable to an 
auction item. In the case of a portion of each wager being 
attributed to the items, the gaming system implementer, the 
casino and/or the player may control one, more or all of these 
parameters. 

If an auction server 302 (or any other device, such as a 
central controller) determines that a player is the highest 
bidder on an auction item, the auction server 302 may or may 
not deduct the player's bid amount from the player's account. 
If the auction server 302 does not deduct the bid amount from 
the player's account, the auction item is essentially a “free” 
prize for frequent players (which may be based on player 
status as determined by a player tracking system). In either 
event, the highest bidding player is awarded the auction item. 
In one embodiment, the gaming device 10 prints a receipt for 
the player. The receipt includes a code. The receipt and code 
are configured to be accepted by a Suitable ticket, Voucher and 
receipt accepting device. Such as the payment, note or bill 
acceptor 28 shown in FIG. 2A. When the player takes the 
receipt to a prize redemption window or position, an 
employee of the casino verifies the code via a suitable prize 
verification computer. If the ticket is associated with a win 
ning bid, the prize is retrieved for the player. In an alternative 
embodiment, the gaming device 10 or another gaming device 
in the system verifies the code via a suitable prize verification 
process or module. For example, a player inserts the receipt 
into the gaming device for verification. In another embodi 
ment, the prize is physically sent to the player. In such an 
instance, the player's delivery address or another address 
designated by the player is obtained. In one embodiment, the 
casino employee records the player's delivery or designated 
address. In another embodiment, the gaming device 10 
records the player's delivery or designated address. The gam 
ing device may prompt the player for the player's address 
when an auction is won, or the gaming device 10 may record 
the player's delivery or designated address via a player setup 
SCC. 

FIG. 6 is an illustration of an example player setup screen 
600. Some or all of the player setup screen 600 may automati 
cally prompt the player if the player wins an auction. In 
addition, the player setup screen 600 may be accessed via an 
auction setup button 422 on the main game display (see FIG. 
4). In this example, the player setup screen 600 includes a 
name field 602, an address field 604, a city field 606, a state 
field 608, a zip code field 610, and a phone number field 612. 
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One or more of these fields may be completed by the player to 
facilitate delivery of an auction item. The gaming device 10 
may enable the player to complete these fields via a keypad 
102, the touchscreen 42, by inserting a frequent player card in 
the card reader 115, and/or any other suitable manner. 

In addition, the example player setup screen 600 includes a 
“% of wagers used forbidding field 614, a "% of awards used 
forbidding field 616, and an “automatically set my max bid 
field 618. In this embodiment, the “9% of wagers used for 
bidding field 614 enables the player to set what percentage of 
each wager made by the player is applied to the players 
auction bid(s). For example, if the player selects 0%, no 
amount of each wager is applied to the player's auction bid(s). 
If the player selects 10%, and the player is playing three lines 
of a dollar slot machine, then the gaming device 10 applies 
S0.30 of each play to the player's auction bid(s). In such an 
instance, the pay table associated with the gaming device 10 
may be adjusted to account for the decreased wagers (e.g., 
S0.90 per line instead of one dollar per line). 

However, in certain embodiments, losing auction bids are 
forfeited to a gaming establishment Such as a casino (as 
opposed to returned to the player). In Such an instance, the pay 
table may not be adjusted. In one embodiment, losing auction 
bids (or a portion thereof) funded from a wager placed by a 
player are forfeited to a gaming establishment. In another 
embodiment, losing auction bids (or a portion thereof) funded 
from a wager placed by a player are returned to the player. In 
Such an instance, portions of losing auction bids are returned 
to the player as game credits, cash, tokens, points associated 
with a player tracking system. In one embodiment, the bid 
amount is returned in the form of a consolation prize. Such as 
a t-shirt or other goods and/or services provided by the gam 
ing establishment. 

Alternatively, portions of losing auction bids are forfeited 
to the gaming establishment and/orportions of losing auction 
bids are returned to the player. For example, a predetermined 
portion of losing auction bids, such as 0%, 10% or 100%, are 
forfeited to the gaming establishment and/or a predetermined 
portion of losing auction bids, such as 0%, 10% or 100%, are 
returned to the player. In certain embodiments, the losing 
auction bids (orportions thereof) are returned to the player as 
game credits, cash, tokens, points associated with a player 
tracking system and/or other goods and/or services provided 
by the gaming establishment (e.g., Such as t-shirts). 

Alternatively, the percentage of wagers used for bidding 
may be set by the game manufacturer and/or a casino. For 
example, the gaming device 10 may automatically attribute 
1% of each wager to a bid amount. In one embodiment, the 
gaming device 10 does not deduct this amount from the 
players wager. For example, if the player is playing three 
lines of a dollar slot machine, then the gaming device 10 
applies S0.03 of each play to the player's auction bid(s). In 
Such an instance, the pay table associated with the gaming 
device 10 may be set to account for the 1%. 
The “% of awards used forbidding field 616 enables the 

player to set what percentage of each award won by the player 
is applied to the player's auction bid(s). For example, if the 
player selects 0%, no amount of each award is applied to the 
player's auction bid(s). If the player selects 10%, and the 
player wins S100, then S10 is applied to the player's auction 
bid(s). In one embodiment, the percentage is capped or lim 
ited to a predetermined value, such as 10% or 50%. In another 
embodiment, the percentage is uncapped or unlimited and 
may constitute 100% or more of each award won by the player 
or each wager placed by the player. The percentages of 
awards or winning outcomes used forbidding may be limited 
to predetermined minimum and maximum percentages deter 
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mined by the player, the casino, the game implementer, the 
game manufacturer or some combination thereof. 

In certain embodiments, the gaming device enables a 
player to place bids on an auction item or to Supplement 
existing or running bids on an auction item with game credits, 
cash, tokens and/or points associated with a player tracking 
system. Such game credits, cash, tokens and/or points may be 
input into the gaming device, displayed on a credit meter or 
retrieved from a player tracking account (e.g., a frequent 
player card) associated with the player. For example, if an 
auction for an auction item ends in five minutes, the player has 
limited time in which to increase the player's bid amount to 
win the auction. The remaining time in an auction may be 
displayed to the player and the gaming device may notify the 
player through Suitable audio/visual output that an auction 
will end or is expected to end within a predetermined time 
period (e.g., the auction will end in five minutes) or after a 
number of additional bids (e.g., the auction will end after five 
more bids). The player may not have enough time to modify 
the game parameters (e.g., to make a number of wagers or to 
increase the wager amounts) to increase the player's bid 
amount to a desired level before the auction ends. In such an 
instance, the gaming device may enable the player to Supple 
ment the player's existing or running bid amount on an auc 
tion item in an attempt to win the auction. For example, the 
player may insert S20 into the gaming device or transfer 20 
credits from the credit meter to supplement the player's exist 
ing or running bid amount on the auction item. 

Alternatively, the gaming device enables the player to 
place or initiate a bid on an auction item with game credits, 
cash, tokens and/or points. In such an instance, the player's 
bid amount may be independent of game play on the gaming 
device. In these instances, if the player's bid does not win the 
auction item, the losing bid or a portion of the losing bid may 
beforfeited to the casino orgaming establishment, returned to 
the player or some combination thereof. In one embodiment, 
losing bids (or portions thereof) that were funded via wagers 
made by the player are forfeited to the casino or gaming 
establishment and losing bids (or portions thereof) that were 
funded via awards won by the player are returned to the 
player. Losing bids (or portions thereof) that were funded via 
awards won by the player are returned to the player in the 
form of game credits, cash, tokens, points associated with a 
player tracking system and/or prizes (e.g., a t-shirt or other 
goods and/or services). 

For example, if a player plays one line of a dollar gaming 
device and attributes 0% of the wager to the player's auction 
bid(s), then the gaming device applies S0.00 of each play to 
the player's auction bid(s). In Such an instance, the gaming 
device enables the player to play the line of the gaming device 
for S1.00. However, if the player plays one line of a dollar 
gaming device and attributes 10% of the wager to the players 
auction bid(s), then the gaming device applies S0.10 of each 
play to the player's auction bid(s). In Such an instance, the 
gaming device enables the player to play the line of the 
gaming device for a decreased wager (e.g., S0.90 instead of 
S1.00). In one embodiment, the gaming device adjusts the 
pay table to account for the decreased wager. If the player 
loses the auction associated with the player's auction bid, the 
losing auction bid (or a portion thereof) funded via the play 
er's wager(s) may be forfeited to the gaming establishment 
and/or returned to the player. If the player plays one line of a 
dollar gaming device and attributes 0% of the award to the 
player's auction bid(s), then the gaming device applies S0.00 
of an award to the player's auction bid(s). In such an instance, 
the gaming device enables the player to play the line of the 
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gaming device for S1.00 and provides 100% of any award 
won during the play to the player. 

However, if the player plays one line of a dollar gaming 
device and attributes 10% of an award to the player's auction 
bid(s), then the gaming device applies S0.10 of each award to 
the player's auction bid(s). In Such an instance, the gaming 
device provides the player with a decreased award (e.g., based 
on S0.90 instead of S1.00) if the player wins an award during 
the play. If the player loses the auction associated with the 
player's auction bid, the losing auction bid (or a portion 
thereof) funded via the players award(s) may be forfeited to 
the gaming establishment and/or returned to the player. Los 
ing auction bids (or portions thereof) that were funded via 
awards won by the player are returned to the player in the 
form of game credits, cash, tokens, points associated with a 
player tracking system and/or prizes (e.g., a t-shirt or other 
goods and/or services). In one embodiment, the player may 
use the losing auction bids (orportions thereof) on a different 
auction item. 

In one embodiment, the player plays one line of a dollar 
gaming device. If the player attributes 10% of the wager to the 
player's auction bid(s) and attributes 10% of an award to the 
player's auction bid(s), then the gaming device applies S0.10 
of each play to the player's auction bid(s) and applies S0.10 of 
each award to the player's auction bid(s). In such an instance, 
the gaming. device enables the player to play the line of the 
gaming device for a decreased wager (e.g., S0.90 instead of 
S1.00) and provides the player with a decreased award (e.g., 
based on S0.90 instead of S1.00) if the player wins an award 
during the play. In such an instance, if the player wins the 
award (e.g., S0.90), the player's bid amount is increased by 
S0.20 (e.g., S0.10 from the wager and S0.10 from the award). 
If the player loses the auction associated with the players 
auction bid, the losing auction bid (or a portion thereof) 
funded via the player's wager(s) may be forfeited to the 
gaming establishment and the losing auction bid (or a portion 
thereof) funded via the player's award(s) may be returned to 
the player. Alternatively, the losing auction bids (or a portion 
thereof) may be forfeited to the gaming establishment and/or 
returned to the player independently of how the losing auction 
bids (or a portion thereof) were funded. In one embodiment, 
only the losing auction bids (or a portion thereof) funded via 
the players wager(s) are forfeited to the gaming establish 
ment and other losing auction bids (or a portion thereof) are 
returned to the player. In one embodiment, the player may use 
the losing auction bids (or portions thereof) on a different 
auction item. 
To prevent a large award (e.g., a jackpot) from causing an 

excessive bid amount on an auction item, the gaming device 
10 may enable the player to set a maximum bid and/or the 
casino may establish a maximum bid amount for each auction 
item. As previously described with reference to FIG. 5, the 
gaming device 10 may enable the player to set the maximum 
bid separately for each auction item. Alternatively, the gam 
ing device 10 may enable the player to enter a percentage in 
the “automatically set my max bid field 618 of the setup 
screen 600. The percentage entered by the player is multiplied 
by each auction items retail value to set the maximum bid for 
each auction item. For example, if the player enters 90% into 
the “automatically set my max bid field 618, and the player 
is bidding on a watch with a retail value of $200, then the 
maximum bid the gaming device 10 will apply to the watch is 
S180. Similarly, if the player enters 110% into the “automati 
cally set my max bid field 618, and the player is bidding on 
the watch with the retail value of S200, then the maximum bid 
the gaming device 10 will apply to the watch is $220. In this 
example, if the player chooses to bid 10% of each award on 
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the watch, and the player wins a S10,000 jackpot, the total bid 
made on the watch is $220 (not S1,000). In one embodiment, 
the percentage in the “automatically set my max bid field 
618 overrides the percentage in the “96 of wagers used for 
bidding field 614 and/or the percentage in “9% of awards used 
for bidding field 616. In an alternative embodiment, the 
gaming device enables the player to confirm a bid amount for 
an auction item prior to placing the bid amount. 

In certain embodiments, the percentage is set by the gam 
ing device 10, but the amount is not actually deducted from 
the player's credits. Instead, the auction item becomes a 
“free” prize for frequent players (which may be based on 
player status as determined by a player tracking system). For 
example, the gaming device enables a frequent player to use 
points associated with a player tracking system to bid on one 
or more auction items. In this instance, instead of deducting 
the bid amount from the player's credits, the bid amount is 
deducted from points associated with a player tracking sys 
tem, such as a players frequent player card or a player track 
ing account. In certain other embodiments, the gaming device 
10 enables the player to accumulate a plurality of bonus 
awards associated with a predetermined symbol or symbol 
combination and/or a bonus game. In such an instance, the 
gaming device 10 enables the player to bid on the auction item 
using the accumulated bonus awards (or a portion thereof). 
A flowchart of an example process 700 for auctioning an 

item via a gaming device 10 is illustrated in FIG. 7. In one 
embodiment, the process 700 is embodied in one or more 
Software programs which is stored in one or more memories 
and executed by one or more processors. Although the pro 
cess 700 is described with reference to the flowchart illus 
trated in FIG. 7, it should be appreciated that many other 
methods of performing the acts associated with process 700 
may be used. For example, the order of many of the blocks 
may be changed, and many of the blocks described may be 
optional. 

Generally, the process 700 enables a gaming device player 
(e.g., a slot machine player) to select one or more auction 
items the player is interested in bidding on. The auction items 
may be auctioned simultaneously or sequentially. As the 
player plays the gaming device, a predetermined, randomly 
determined or other suitably determined portion of each bet 
and/or a predetermined, randomly determined or other Suit 
ably determined portion of each win is allocated to an accu 
mulating bid on the selected auction item(s). In one embodi 
ment, the allocation is automatic. Other players, connected 
via a network, also bid on the auction item(s) in a similar 
fashion. At the end of an auction, the highest bidder” (e.g., the 
player(s) who accumulated the highest bid) is awarded with 
the auction item. 

The process 700 begins by placing one or more auction 
items on display as indicated by block 702. For example, an 
image 402,502 of an auction item may be transmitted from an 
auction server 302 to each of the gaming devices 10 for 
display on the gaming device touch screen 42. Alternatively, 
or in addition, auction items may be physically displayed 
(e.g., in a glass display case) or displayed to the player(s) in 
any suitable manner. In such an instance, the gaming device 
may be configured to distribute a physical auction prize to a 
player if that player is the highest bidder on the physical 
auction prize. 

In one embodiment, only a single auction item is up forbid 
at a time. In Such an instance, the gaming device 10 may give 
the player an option to participate in the bidding process. In 
one embodiment, if the player chooses not to participate in the 
bidding process, the gaming device 10 operates in a normal 
fashion (i.e., without automatically allocating a portion of 
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each wager and/or win to a bid on the auction item). In Such 
an instance, the gaming device 10 may enable the player to 
join the bidding at any time. For example, the gaming device 
10 may enable the player to choose to participate in the 
bidding process when a new auction item is offered or during 
an ongoing or existing auction. In one embodiment, when a 
player joins an existing auction, the player's first contribution 
towards the player's bid is based on the player's next wager 
and/or win. In another embodiment, the gaming device 10 
enables the player to participate in the bidding process of a 
new or an existing auction after the player allocates a portion 
of each wager and/or win to a bid on the auction item. In Such 
an instance, the player's account is funded prior to the gaming 
device 10 enabling the player to participate in the bidding 
process. 

If more than one item is up for auction, the gaming device 
10 may enable the player to select which auction item(s) the 
player is interested in bidding on as indicated by block 704. 
For example, the touch screen 42 may display a plurality of 
images representing the auction items, and the gaming device 
10 may enable the player to select one or more of the auction 
items by touching the images on the touch screen 42. Alter 
natively, or in addition, physically displayed auction items 
may be selected by entering a number or other identifying 
characteristic associated with the physically displayed auc 
tion item into the gaming device 10. These auction item 
number(s) or characteristic(s) may be entered into the gaming 
device by any means such as the keypad 102 and/or the touch 
Screen 42. 
The gaming device 10 then displays competitive statistics 

associated with the selected auction item(s) as indicated by 
block 706. For example, the gaming device 10 may display 
the current high bid 412 associated with each auction item, 
the current player's rank or bid 414, the time remaining 416 in 
the auction, etc. In this manner, a player can quickly assess the 
player's chances of being the high bidder on an auction item 
given the player's current position and pace. The player may 
use this information to modify one or more gaming param 
eters. For example, if the player is close to being the high 
bidder, the player may choose to continue playing the gaming 
device 10 to attribute additional funds towards the players 
bid. If the player is far away from being the high bidder or if 
little time remains in the auction, the player may choose to 
wager at a higher denomination (e.g., S1.00 slots instead of 
S0.25 slots), the player may choose to wager at a higher rate 
of play (e.g., S1.00 per play instead of S0.50 per play) and/or 
the player may choose to allocate a larger portion of each 
wager/win to the bid (e.g., 10% of each wager or win instead 
of 5%) in the various embodiments described herein. Alter 
natively, if the player is not the high bidder or if little time 
remains in the auction, the player may choose to Supplement 
their bid amount with game credits, cash, tokens and/or points 
associated with a player tracking system to increase the play 
er's bid amount. 

In one embodiment, each time the gaming device 10 
receives a bet or wager from a player, the gaming device 10 
allocates a predefined portion of that bet and/or a predefined 
portion of any award associated with that bet to the players 
bid(s). Accordingly, the gaming device 10 waits for the player 
to select a wager amount as indicated by block 708. If the 
player is allocatingaportion of each wager to a bid amount as 
indicated by block 710, the gaming device 10 determines the 
amount and adds it to a running or existing bid as indicated by 
block 712. In one embodiment, the gaming device 10 is 
preprogrammed with a percentage of each wager (or a flat or 
predetermined amount) that the gaming device 10 attributes 
to the running total for the bid (e.g., 1%). In another embodi 
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ment, the gaming device 10 enables the player to select a 
percentage (or a flat or predetermined amount) that the gam 
ing device 10 attributes to the running total for the bid. For 
example, if 10% of each wager is to be attributed to an auction 
bid, and the player plays three lines on a S100 slot machine, 
then S0.30 is automatically allocated to the auction bid. 

In one embodiment, the gaming device 10 automatically 
attributes a percentage of each wager to the running total for 
the bid based on the duration of game play (e.g., 1% for the 
first halfhour of game play and 2% for the second halfhour of 
game play). In one embodiment, the gaming device 10 auto 
matically attributes a percentage of each wager to the running 
total for the bid based on the rate of game play (e.g., 1% for 
Zero to five credits per minute and 2% for five to ten credits 
per minute). 

In certain embodiments, the casino matches a portion of the 
player's wager and applies the matched funds to the accumu 
lating bid (e.g., a 2-for-1 coupon or promotion). For example, 
a player may be given a 2-for-1 coupon that temporarily 
doubles the amount of each wager and/or award attributed to 
the accumulating bid (e.g., 2% instead of 1%). The coupon 
may be a physical coupon that may be inserted into the gam 
ing device, a physical coupon with a unique identification 
code to be entered into the gaming device, and/or an elec 
tronic coupon. The coupon may be awarded to the player in 
any suitable manner. For example, the coupon may be 
awarded via the gaming device as part of a bonus game or 
presented to the player via the gaming device based on the 
player's identity or status as determined from a frequent 
player card. Similarly, the matching may be performed during 
a certain promotional time period, for certain promotional 
gaming machines and/or for certain players. In certain 
embodiments, the matched funds are limited to or set within 
a predetermined minimum (e.g., 1% of each wager and/or 
award or S0.01) and/or a predetermined maximum (e.g., 5% 
of each wager and/or award or S0.05). 

In one embodiment, the percentage of each wager or the 
percentage of matched funds is based on player status (as 
determined through a player tracking system). For example, a 
player with a high status (e.g., platinum or gold) may be given 
a higher percentage thana player with low status (e.g., bronze 
or no status). 

In one embodiment, some gaming devices 10 are pro 
grammed to allocate a portion of each wager amount, other 
gaming devices 10 are programmed to allocate a portion of 
each award amount, and some gaming devices 10 are pro 
grammed to allocate a portion of each wager amount and each 
award amount to one or more auction bids. The portions or 
percentages allocated to the auction bids may be limited to 
predetermined minimum or maximum percentages set by the 
player, the casino, the game implementer, the game manufac 
turer and/or any combination thereof. 

After the player selects a wager amount and initiates game 
play, the gaming device 10 (and/or the auction server) deter 
mines the game outcome as indicated by block 714. If the 
player won an award as indicated by block 716, and the player 
is allocating a portion of each award to a bid amount as 
indicated by block 718, the gaming device 10 determines the 
amount and adds it to a running or existing bid as indicated by 
block 720. Again, the gaming device may be preprogrammed 
with a percentage of each award (or a flat or predetermined 
amount) that it attributes to the running total for the bid (e.g., 
10%), or the gaming device 10 may enable the player to select 
a percentage (or a flat or predetermined amount) that is attrib 
uted to the running total for the bid. For example, if 10% of 

10 

15 

25 

30 

35 

40 

45 

50 

55 

60 

65 

30 
each award is to be attributed to an auction bid, and the player 
wins S1000, then S100 is automatically allocated to the auc 
tion bid. 

In one embodiment, the gaming device 10 automatically 
attributes a percentage of each award to the running total for 
the bid based on the duration of game play (e.g., 1% for the 
first halfhour of gameplay and 2% for the second halfhour of 
game play). In one embodiment, the gaming device 10 auto 
matically attributes a percentage of each award to the running 
total for the bid based on the rate of game play (e.g., 1% for 
Zero to five credits per minute and 2% for five to ten credits 
per minute). 

In certain embodiments, the casino matches a portion of the 
players award and applies the matched funds to the accumu 
lating bid (e.g., a 2-for-1 coupon or promotion). For example, 
a player may be given a 2-for-1 coupon that temporarily 
doubles the amount of each wager and/or award attributed to 
the accumulating bid (e.g., 2% instead of 1%). The coupon 
may be a physical coupon that may be inserted into the gam 
ing device, a physical coupon with a unique identification 
code to be entered into the gaming device, and/or an elec 
tronic coupon. The coupon may be awarded to the player in 
any suitable manner as described above. Similarly, the match 
ing may be performed during a certain promotional time 
period, for certain promotional gaming machines, and/or for 
certain players. In certain embodiments, the matched funds 
are limited to or set within a predetermined minimum (e.g., 
1% of each wager and/or award or S0.01) and/or a predeter 
mined maximum (e.g., 5% of each wager and/or award or 
S0.05). 

In one embodiment, the percentage of each award or the 
percentage of matched funds is based on player status (as 
determined through a player tracking system). For example, a 
player with a high status (e.g., platinum or gold) may be given 
a higher percentage than a player with low status (e.g., bronze 
or no status). 

If the player selects more than one auction item, the gaming 
device 10 may automatically attribute a portion of each wager 
and/or win to a separate bid on each auction item simulta 
neously. In one embodiment, the gaming device 10 divides 
the predefined amount or percentage equally between each of 
the selected auction items. In another embodiment, the gam 
ing device 10 attributes amounts or percentages to each auc 
tion item based on player selections. For example, the gaming 
device 10 may enable the player to choose to allocate 10% of 
each award to two different auction items, where one of the 
auction items receives 75% of the 10% (i.e., 7.5% of the 
award), and the other auction item receives 25% of the 10% 
(i.e., 2.5% of the award). In an additional embodiment, the 
gaming device 10 attributes an amount or percentage to each 
auction item randomly or based on player status as deter 
mined through a player tracking system. 

Alternatively, the gaming device 10 may automatically 
attribute a portion of each wager and/or win to one of the 
selected auction items at a time. For example, the player may 
select three auction items from ten available auction items. 
Then, the gaming device 10 may enable the player to decide 
to apply a portion of each wager and/or win to the first of the 
three selected auction items, then the second auction item, 
etc. The gaming device 10 may base the Switch over point 
from one auction item to another auction item on a time limit 
associated with the auction item, a time limit selected by the 
player, a maximum bid amount associated with the auction 
item, a maximum bid amount selected by the player, a player 
determination, a random determination, a player selection or 
any other suitable event. 
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When a player is not the winning bidder on an auction item, 
the gaming device 10 may refund the losing bid amount (as 
cash and/or gaming credits or another Suitable redemption 
format) to the player who made the losing bid, or the gaming 
device 10 may apply the losing bid amount to one or more 
alternate auction items (e.g., the next auction item in a series 
of selected auction items). In one embodiment, the gaming 
device 10 enables the player to select another auction item 
(e.g., from the series of selected auction items or from the 
series of non-selected auction items) to apply the losing bid 
amount. 

During the auction, the gaming device, in operation with a 
display device, displays competitive statistics, pertaining to a 
status of the auction. The competitive statistics may include 
the time remaining in each auction, the number of bids asso 
ciated with each auction item, the maximum bid amount 
associated with each auction item, the minimum bid amount 
associated with each auction item, the acceptable bid amount 
associated with each auction item and/or the current high bid 
associated with each auction item. The competitive statistics 
provide notice to the player of the status of one or more 
auction items and/or auctions. In one embodiment, the gam 
ing device provides suitable audio/visual output to notify the 
player of the auction status, such as a message stating “the 
auction will end in 5 minutes' or “the auction will end after 5 
more bids.” In this manner, a player can quickly assess the 
player's chances of being the high bidder on an auction item 
given the player's current position and pace. The player may 
use this information to modify one or more gaming param 
eters. In one instance, the player may change the auction item 
on which the player is bidding or allocating portions of 
wagers and/or awards. In another instance, the player may 
choose to Supplement the player's bid amount with game 
credits, cash, tokens and/or points associated with a player 
tracking system. 

The above described process (block 704 to block 720) 
continues until an auction ends as indicated by block 722. For 
example, a predetermined time may mark the end of an auc 
tion (e.g., 2 PM). Alternatively, or in addition, a maximum 
number of bids being received by all of the gaming devices 10 
associated with an auction, an auction item, and/oran auction 
server 302 may mark the end of an auction (e.g., 1000 bids). 
In another embodiment, an auction server 302 (or other 
device) uses the reception of a maximum bid amount to mark 
the end of an auction (e.g., S1000). Players benefit from a 
maximum bid amount by not needing to concern themselves 
with bidding more than an auction item is worth, especially in 
embodiments where a percentage of an award is wagered. If 
a maximum bid amount is reached, the gaming device 10 may 
attribute subsequent bid amounts and/or some or all of the 
previously accumulated bid to a different auction item (e.g., a 
higher value auction item). In certain embodiments, a mini 
mum bid amount is associated with an auction item to protect 
the casino from awarding a valuable auction item at far below 
the value of the auction item. 

In an alternative embodiment, an acceptable bid amount, 
Such as a predetermined amount or percentage of the value of 
an auction item, is associated with the auction item and the 
auction ends when the auction server 302 (or another device) 
receives a bid amount that meets or exceeds the acceptable bid 
amount. For example, the casino may associate an auction 
item having a value of S200 with an acceptable amount, such 
as S180 or any other suitable value or amount. The acceptable 
amount represents a value or amount that: (1) protects the 
casino from awarding an auction item below the value of the 
auction item and related handling cost and/or (2) enables the 
casino to profit from awarding the auction item. When a 
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player's bid reaches or exceeds the acceptable amount of 
S180, the player wins or is awarded the auction item worth 
S200. It should be appreciated that the auction item may be 
awarded to the player immediately or prior to the end of the 
auction. If the auction item costs the casino S150, the casino 
profits S30 for awarding the auction item and the player 
receives a discount of S20 on the auction item. Players benefit 
from an acceptable bid amount by being able to win an auc 
tion item immediately or prior to the end of the auctionata set 
or predetermined bid amount. 

After an auction is completed, the gaming device 10 (or 
some other device) determines if the player won the auction 
as indicated by block 724. If the player won the auction, the 
process 700 optionally receives the player's delivery or other 
designated address as indicated by block 726. For example, 
the gaming device 10 may ask the player to enter the players 
delivery or designated address via the touch screen 42. Alter 
natively, or in addition, the player's identity and/or delivery 
address may be known through the use of a player reward 
system such as a magnetic frequent players card that is 
inserted in and read by the gaming device 10. 

If the player won the auction, the auction item is delivered 
to the player as indicated by block 728. If the auction item is 
available on the premises of the casino, the auction item may 
be delivered to the player at the casino. For example, an 
attendant may bring the auction item to the player at the 
gaming device 10 or deliver the auction item to the players 
room if the player is a guest at the casino's hotel. Alterna 
tively, the gaming device 10 may print a ticket that identifies 
the auction item award. In Such an instance, the player may 
redeem the ticket for the auction item at a prize redemption 
window in the casino. If the auction item is not available on 
the premises of the casino, the auction item may be delivered 
to the player at the delivery or other designated address pro 
vided by the player. 

If a player is not the highest bidder on an auction item, the 
player's bid amount may be returned to the player, or the 
player's bid amount may go to the casino. If the player's bid 
amount is returned to the player, the bid amount may be 
retuned in the form of game credits, cash, tokens and/or points 
associated with a player tracking system. In one embodiment, 
the bid amount is returned in the form of a consolation prize, 
Such as a t-shirt provided by the gaming establishment. Alter 
natively, the bid amount may be returned in the form of a 
coupon or promotion for goods and/or services offered by a 
participating entity, such as a third-party retailer or the casino. 
In one embodiment, the player's bid amount (or portion 
thereof) funded via awards are returned to the player and the 
player's bid amount (or portion thereof) funded via wagers 
are forfeited to a gaming establishment, such as a casino. 

In one embodiment, if the player Supplemented the play 
er's auction bid (or a portion thereof) and the auction bid is 
not the winning auction bid, the amount Supplemented by the 
player is forfeited to the gaming establishment. Alternatively, 
the amount Supplemented by the player (or a portion thereof) 
is returned to the player or the player is provided with an 
alternative value, such as a t-shirt, provided by the gaming 
establishment. 

For the present disclosure, it should be appreciated that the 
auction items and/or bid amounts for those auction items may 
be specific to one or more individual gaming devices and/or 
specific to one or more individual players. In one embodi 
ment, one or more auction items are displayed on a first 
gaming device 10 while at least one other auction item is 
displayed on a second gaming device 10. In another embodi 
ment, one or more auction items are displayed to a first player 
while at least one other auction item is displayed to a second 
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player. For example, at least one certain auction item (e.g., an 
auction item with a high value) is displayed on a certain 
gaming device (e.g., a gaming device with a high amount or a 
predetermined amount of coin-in) and/or displayed to a cer 
tain player (e.g., a player with a high player status or a pre 
determined player status as determined through a player 
tracking system) and the certain auction item is not displayed 
on other gaming devices (e.g., a gaming device with a low 
amount of coin-in) and/or to other players (e.g., a player with 
a low player status or no player status as determined through 
a player tracking system). 

In different embodiments, the determination of whether a 
certain auction item is displayed on a certain gaming device 
and/or displayed to a certain player is predetermined, ran 
domly determined, determined or weighted based on the 
player's wager orbid amount, determined or weighted based 
on the status of one or more players (such as determined 
through a player tracking system), determined based on time, 
determined based on an outcome generated in a primary game 
or a bonus game, determined based on any combination of 
these factors, or determined based on any other suitable 
method. For example, an auction item is displayed on each 
gaming device 10 that has received S100 in coin-in during a 
predetermined time period, such as 30 minutes. Alternatively, 
the gaming device 10 displays an auction item to each player 
having a predetermined wager amount or wager level (such as 
a maximum wager) or a predetermined rate of play (such as 5 
credits per minute). 

In certain embodiments, the gaming device enables a plu 
rality of players to win an auction item for the same auction. 
For example, if two players are the highest bidders, the sys 
tem provides the auction item to the two players. The two 
players may tie for the highest bid by having the same bid 
amount (e.g., S20.00). In such an instance, the gaming device 
provides the auction item to each of the tied players associ 
ated with the winning bid. However, in one embodiment, a 
tie-breaker could be used to determine the high bidder. One 
example of a tie-breaker is based on player status as deter 
mined by a player tracking system. In Such an instance, the 
player with the highest status, Such as platinum, is determined 
to be the high bidder and winner of the auction item. 

In an alternative embodiment, the gaming device deter 
mines a plurality of players having the highest bids from 
amongst the players. For example, if an auction for a watch 
ends with four bids of S20.00, S19.75, S19.00 and S18.50, the 
gaming device provides the players who bid $20.00 and 
S19.75 with the auction item. In this example, the highest 
bidders need not have bid the same amount. In another 
embodiment, the auction is provided as a “Dutch' auction in 
which a plurality of identical auction items are auctioned 
simultaneously to an equal number of high bidders. The high 
bidders may or may not bid the same amounts to win an 
auction item in the "Dutch' auction. Based on the above 
example, if the “Dutch auction includes three watches, the 
gaming device provides the players that bid $20.00, S19.75 
and S19.00 with a watch. 

In one embodiment, the bid amounts for one or more auc 
tion items are associated with individual gaming devices 
instead of individual players. For example, different players 
who participate in the same auction from the same gaming 
device at different times contribute to the same bid amount. In 
Such an instance, a first player bids on an auction item on a 
first gaming device. The first player accumulates a bid total 
ing S100 for the auction item. If the first player leaves the first 
gaming device 10 before the auction for the auction itemends, 
another player may participate in the auction. The bid amount 
S100 is not returned to the first player in this embodiment. 
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Instead, the bid amount S100 is associated with the first 
gaming device so that if a second player plays at the first 
gaming device, the second player is enabled to build upon the 
bid amount accumulated by the first player. If the second 
player wins the auction, the auction item is provided to the 
second player. In one embodiment, the gaming device indi 
cates auction items previously bid on by the first player dif 
ferently than other auction items. In another embodiment, the 
gaming device indicates auction items previously bid on by 
the first player in the same manner as other auction items. 

In another embodiment, the bid amounts for one or more 
auction items are associated with individual players instead of 
individual gaming devices. For example, a player who par 
ticipates in the same auction from different gaming devices 
(or at the same gaming device at a different time) contributes 
to the same bid amount. In such an instance, a player bids on 
an auction item on a first gaming device. The first player 
accumulates a bid totaling $50 for the auction item. If the first 
player leaves the first gaming device before the auction for the 
auction item ends, the first player may participate in the 
auction from a second gaming device (or the first gaming 
device at a later time). The bid amount S50 is not returned to 
the first player in this embodiment. Instead, the bid amount 
S50 is associated with the first player so that if the first player 
plays at the second gaming device (or the first gaming device 
at a later time), the first player is enabled to build upon the bid 
amount previously accumulated at the first gaming device. If 
the first player wins the auction, the auction item is provided 
to the first player. As described above, the gaming device may 
or may not indicate auction items previously bid on by the 
first player differently than other auction items. 

In one embodiment, the gaming device 10 communicates 
with one or more of the auction servers 302 to provide auction 
related features to a plurality of players. The auction related 
features may be provided independent and separate from 
game play on the gaming device 10. In Such an instance, the 
bid amounts for auction items are only funded with points 
associated with a player tracking system. The gaming device 
may provide a plurality of auction items to the player and 
enable the player to choose to pursue one or more auction 
items. The player bids on one or more selected auction items 
and the gaming device provides the selected auction item(s) 
to the player if the player is the highest bidder when the 
auction(s) end. The points used to fund the bid amounts on 
auction items may be stored and retrieved from a player 
tracking account and/or a player reward card associated with 
the player tracking system. In certain embodiments, the 
player earns such points through game play on a gaming 
device, through participation in other gaming activities at the 
gaming establishment, Such as blackjack, roulette or other 
games and/or through participation in activities, such as pur 
chasing goods and/or services, at the gaming establishment. 
Additionally, the player may earn points through other Suit 
able methods, such through participation in promotional or 
marketing activities associated with the gaming establish 
ment. Any points earned by the player may be matched by the 
gaming establishment. The matched points are applied to the 
player's account. For example, a player may be given a 
2-for-1 promotion that temporarily doubles the amount of 
points attributed to the player's account (e.g., 2 points instead 
of 1 point). The promotion may be awarded to the player in 
any suitable manner. For example, the promotion may be 
awarded via the gaming device as part of a bonus game or 
presented to the player via the gaming device based on the 
player's identity or status as determined from a frequent 
player card or a player tracking system. The matching may be 
performed during a certain promotional time period, for cer 
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tain promotional gaming devices and/or for certain players. 
The matched funds may be limited to or set within a prede 
termined minimum (e.g., 1% of each wager and/or award or 
S0.01) and/or a predetermined maximum (e.g., 5% of each 
wager and/or award or S0.05). 

In certain embodiments, the auction related features are 
only provided to players having a certain status (as deter 
mined through a player tracking system). For example, only 
players with a high status, such as those players with a plati 
num or gold status may participate in the auction related 
features while other players, such as those players with a 
bronze status or those players with no status, may not partici 
pate in the auction related features. Eligibility to participate in 
the auction related features may be based, at least in part, on 
other factors, such as a predetermined wager level (e.g., a 
maximum wager), time, a side-bet or a side-wager, a random 
determination by the auction server (or other device) and/or 
any other suitable factor. 

In an additional embodiment, the bid amounts for one or 
more auction items are associated with an award that is pro 
vided to a player after a Suitable triggering event. The auction 
server (or other device) selects one or more players to receive 
an award after the Suitable triggering event. In one embodi 
ment, the auction server (or other device) selects one or more 
gaming devices to provide the award to a player at the selected 
gaming device(s) after the Suitable triggering event. The trig 
gering event may be random, predetermined, based on a play 
er's wagers, based on time or otherwise determined in any 
Suitable manner desired by the game implementer or operator. 

In Such an instance, the gaming device and/or the auction 
server (or other device) does not provide any apparent reasons 
to the player(s) for obtaining such awards. Since the player(s) 
do not know when the triggering event will occur, the obtain 
ment of Such awards appears random to the player(s). In this 
embodiment, the awards are not triggered by an event in or 
based specifically on any of the plays of the gaming devices. 
That is, the gaming devices may simply provide the award(s) 
to one or more players without any explanation or alterna 
tively with simple explanations such as “You Have Won a 
Bonus Award of S .” Such explanations and other 
information may be delivered to the player(s) via signals or 
messages (e.g., via gaming machines) containing Such expla 
nations or information or through other Suitable audio/visual 
output. 

If the gaming device and/or the auction server (or other 
device) determines to provide a player with an award after a 
Suitable triggering event, the award (or a portion thereof) is 
allocated to the player's bid amount for an auction item. In 
certain embodiments, the portion of the award that is allo 
cated to the player's bid amount for an auction item is selected 
by the player, selected by the gaming device and/or the auc 
tion server, predetermined, randomly determined or deter 
mined in any other Suitable manner. 

In an alternative embodiment, the gaming device and/or the 
auction server (or other device) provides the auction related 
features to one or more players after a suitable triggering 
event. As described above, the triggering event may be ran 
dom, predetermined, based on a player's wagers, based on 
time or otherwise determined in any suitable manner desired 
by the game implementer or operator. In Such an instance, the 
auction server (or other device) selects one or more players 
after a suitable triggering event and enables the one or more 
selected players to participate in at least one auction for one or 
more auction items. In one embodiment, the triggering event 
is triggered by an event in or based on any of the plays of any 
primary game or on any of the plays of any secondary game of 
the gaming devices. For example, the triggering event 
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includes a random occurrence of a predetermined symbol or 
a predetermined combination of symbols (e.g., a symbol 
combination including a plurality of bonus symbols) in a play 
of the gaming device. That is, the triggering event is symbol 
driven. After a player obtains the predetermined symbol or the 
predetermined combination of symbols in a play of the gam 
ing device, the gaming device enables the player to participate 
in the auction related features. In one embodiment, the gam 
ing device enables a plurality of players to participate in the 
auction related features simultaneously. 

In another embodiment, the triggering event includes a 
random trigger number selected from a range of numbers. 
When the game is commenced, each game?player is allotted 
numbers from the same number range from which the random 
number was selected. That is, prior to each primary game, the 
auction server (or other device) selects a random number 
from a range of numbers and during each primary game, the 
auction server (or other device) allocates N number(s) in the 
range to the plurality of players. The previously selected 
random number is compared with the N number(s) allotted to 
the player(s). If there is a match between the trigger number 
and one of the player's allotted numbers, the auction server 
(or other device) determines that the triggering event will 
occur and causes the triggering event to occur. After the 
triggering event occurs, the gaming device enables the player 
to participate in the auction related features. In one embodi 
ment, the gaming device enables a plurality of players to 
participate in the auction related features simultaneously. 

In one embodiment, the triggering event includes a random 
trigger number selected from a range of numbers. When the 
game is commenced, each game?player is allotted numbers 
from the same number range from which the random number 
was selected, wherein one number in the range is allotted for 
each credit bet such that the player's probability of being 
awarded any award(s) is proportional to the wager amount. 
That is, prior to each primary game, the auction server (or 
other device) selects a random number from a range of num 
bers and during each primary game, the auction server (or 
other device) allocates the first N numbers in the range to each 
player, where N is the number of credits bet by the player in 
that primary game. The previously selected random number 
is compared with the N numbers allotted to the player(s). If 
there is a match between the trigger number and one of the 
player's allotted numbers, the auction server (or other device) 
determines that the triggering event will occur and causes the 
triggering event to occur. After the triggering event occurs, 
the gaming device enables the player to participate in the 
auction related features. In one embodiment, the gaming 
device enables a plurality of players to participate in the 
auction related features simultaneously. 

In one embodiment, the auction server (or other device) 
maintains one or more trigger values that are each associated 
with a separate range of values. In this embodiment, a trig 
gering event will occur when the trigger value increments or 
increases to a value (i.e., a trigger hit value) within the range 
of values associated with that trigger value. For example, a 
triggering event will occur when the trigger value for a play 
er's bid amount increments to a trigger hit value of S500. The 
trigger hit values can be randomly selected, predetermined or 
otherwise determined by the game implementer or operator. 
In such an instance, if the player's bid amount reaches S500, 
the auction server (or other device) provides an additional 
award to the player. If the player has designated or allocated 
a portion of each win and/or each award to the player's bid 
amount, the player's bid amount is increased by the desig 
nated portion or percentage (e.g., 5%) of the additional award. 
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In one embodiment, the gaming device enables a plurality of 
players to be provided the additional award simultaneously. 

In Summary, methods and apparatus for auctioning an item 
via a gaming device have been provided. The foregoing 
description has been presented for the purposes of illustration 
and description. It is not intended to be exhaustive or to limit 
the invention to the exemplary embodiments disclosed. Many 
modifications and variations are possible in light of the above 
teachings. It is intended that the scope of the invention be 
limited not by this detailed description of examples, but rather 
by the claims appended hereto. 

The invention is claimed as follows: 
1. A gaming device operable under control of a processor, 

said gaming device comprising: 
a display device operatively coupled to the processor, and 
an input device operatively coupled the processor, wherein 

the processor is programmed to: 
cause the display device to display an image indicative 

of at least one auction item; 
enable selection of the auction item via the input device: 
cause a plurality of plays of at least one wagering game; 
for each of at least one of the plays of the at least one 

wagering game, allocate a bid portion of at least one 
of a wager amount and a winning outcome amount to 
a bid on the selected auction item; and 

if the bid is a winning bid for the auction item, said 
winning bid selected from a plurality of competing 
bids including the bid, cause the auction item associ 
ated with the winning bid to be provided a player. 

2. The gaming device of claim 1, wherein the processor is 
programmed to receive an amount, the bid portion being 
based on the received amount. 

3. The gaming device of claim 1, wherein the processor is 
programmed to receive a percentage, the bid portion being 
based on the received percentage. 

4. The gaming device of claim 1, wherein the processor is 
programmed to allocate the bid portion to a plurality of auc 
tion items in series. 

5. The gaming device of claim 1, wherein the processor is 
programmed to allocate the bid portion to a plurality of auc 
tion items in parallel. 

6. The gaming device of claim 1, wherein the processor is 
programmed to receive a minimum bid amount associated 
with the auction item. 

7. The gaming device of claim 1, wherein the processor is 
programmed to receive a maximum bid amount associated 
with the auction item. 

8. The gaming device of claim 1, wherein the processor is 
programmed to cause the display device to display at least one 
of a bid amount, a rank, an accumulation of wager amounts, 
a number of bids, a time remaining to bid on the auction item, 
a maximum bid amount associated with the auction item, a 
minimum bid amount associated with the auction item, an 
acceptable bid amount associated with the auction item, and 
a number of wagering games played. 

9. The gaming device of claim 1, which includes a printer 
operatively coupled to the processor, the printer configured to 
print a receipt indicative of the auction item. 

10. The gaming device of claim 1, wherein, if the bid is a 
losing bid, the processor is programmed to return at least a 
portion of the bid to the player. 

11. The gaming device of claim 1, wherein, if the bid is a 
losing bid, the processor is programmed to forfeit at least a 
portion of the bid to a gaming establishment. 

12. The gaming device of claim 1, wherein, if the bid 
portion of at least one wager amount is allocated to the bid and 
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the bid is a losing bid, the processor is programmed to return 
at least a portion of the bid to the player. 

13. The gaming device of claim 1, wherein, if the bid 
portion of at least one wager amount is allocated to the bid and 
the bid is a losing bid, the processor is programmed to forfeit 
at least a portion of the bid to a gaming establishment. 

14. The gaming device of claim 1, wherein, if the bid 
portion of at least one winning outcome is allocated to the bid 
and the bid is a losing bid, the processor is programmed to 
return at least a portion of the bid to the player. 

15. The gaming device of claim 1, wherein, if the bid 
portion of at least one winning outcome is allocated to the bid 
and the bid is a losing bid, the processor is programmed to 
forfeit at least a portion of the bid to a gaming establishment. 

16. The gaming device of claim 1, wherein the processor is 
programmed to enable the player to Supplement the bid with 
at least one of: (a) one or more game credits, (b) an amount of 
cash, (c) one or more tokens, and (d) one or more points 
associated with a player tracking system. 

17. The gaming device of claim 1, which includes a display 
case configured to display one or more physical auction 
items. 

18. The gaming device of claim 1, wherein the processor is 
programmed to enable selection of a plurality of different 
auction items. 

19. The gaming device of claim 1, wherein the processor is 
programmed to generate an output indicating a status of the 
auction item. 

20. Agaming device operated under control of a processor, 
said gaming device comprising: 

a display device operatively coupled to the processor; 
a printer operatively coupled to the processor; and 
an input device operatively coupled the processor, wherein 

the processor is programmed to: 
receive a bid percentage; 
cause the display device to display an image indicative 

of at least one auction item; 
enable selection of the auction item via the input device: 
receive a maximum bid amount associated with the auc 

tion item; 
cause a plurality plays of at least one wagering game; 
if the maximum bid amount is not received, allocate a 

bid portion of at least one of a wager amount and a 
winning outcome amount to a bid on the selected 
auction item based on the bid percentage; 

cause the display device to show an auction rank asso 
ciated with the auction item and a plurality of com 
peting bids including the bid; and 

cause the printer to print a receipt indicative of the auc 
tion item if at least one of: (i) the bid is a winning bid 
selected from the plurality of competing bids includ 
ing the bid; and (ii) the bid reaches a maximum bid 
amount. 

21. The gaming device of claim 20, wherein the processor 
is programmed to allocate the bid to a plurality of auction 
items. 

22. The gaming device of claim 21, wherein the processor 
is programmed to allocate a first bid portion to one auction 
item and a second bid portion to another auction item. 

23. The gaming device of claim 22, wherein the first bid 
portion is different from the second bid portion. 

24. The gaming device of claim 20, wherein the processor 
is programmed to receive a minimum bid amount or a maxi 
mum bid amount associated with the auction item. 

25. The gaming device of claim 20, wherein the processor 
is programmed to cause the display device to display at least 
one of a bid amount, a rank, an accumulation of wager 
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amounts, a number of bids, a time remaining to bid on the 
auction item, a maximum bid amount associated with the 
auction item, a minimum bid amount associated with the 
auction item, an acceptable bid amount associated with the 
auction item, and a number of wagering games played. 

26. The gaming device of claim 20, wherein, if the bid is a 
losing bid, the processor is programmed to return at least a 
portion of the bid to the player. 

27. The gaming device of claim 20, wherein, if the bid is a 
losing bid, the processor is programmed to forfeit at least a 
portion of the bid to a gaming establishment. 

28. The gaming device of claim 20, wherein, if the bid 
portion of at least one wager amount is allocated to the bid and 
the bid is a losing bid, the processor is programmed to return 
at least a portion of the bid to a player. 

29. The gaming device of claim 20, wherein, if the bid 
portion of at least one wager amount is allocated to the bid and 
the bid is a losing bid, the processor is programmed to forfeit 
at least a portion of the bid to a gaming establishment. 

30. The gaming device of claim 20, wherein, if the bid 
portion of at least one winning outcome is allocated to the bid 
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and the bid is a losing bid, the processor is programmed to 
return at least a portion of the bid to a player. 

31. The gaming device of claim 20, wherein, if the bid 
portion of at least one winning outcome is allocated to the bid 
and the bid is a losing bid, the processor is programmed to 
forfeit at least a portion of the bid to a gaming establishment. 

32. The gaming device of claim 20, wherein the processor 
is programmed to enable the player to Supplement the bid 
with at least one of: (a) one or more game credits, (b) an 
amount of cash, (c) one or more tokens and (d) one or more 
points associated with a player tracking system. 

33. The gaming device of claim 20, which includes a dis 
play case configured to display one or more physical auction 
items. 

34. The gaming device of claim 20, wherein the processor 
is programmed to enable selection of a plurality of different 
auction items. 

35. The gaming device of claim 20, wherein the processor 
is programmed to generate an output indicating a status of the 

20 auction item. 
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